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THE VERTIGO TAROT 


Let THE CHARACTERS OF VERTIGO LEAD YOU THROUGH 
4 DIFFERENT KinD OF story. 78 ORIGINAL ILLUSTRATIONS BY ACCLAIMED 
. iTMATT™ cover artist Dave TicKgan. AcconmpAnYING HARDCOVER.GU IDE 
weiter BY LILTERHATIONALLY RETOWIED Tarot’ EXPERT RACHEL POLLACK. a 
intropuction sy [tit,.Gaiman. 
Firty U.S. Dortars/ Seventy Canapian oS 
AVAILABLE i MarcH 1995. 
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Ancient Greeks nomed the creatures thot brought art across dimen- 
sionol baundaries, Collectively, they were known as muses, and in 
myth, each held dominion over a specific talent. In reality each muse 
was an entronce fa a parallel universe, and mortals with courage and 
vision found their way in. If they survived, the ort and knowledge 
they brought bock ‘enriched and advanced monkind. 


Twa well known explorers of these alternative reolities ore BORIS 
VALLEJO ond JULIE BELL. Their art speoks volumes abaut the 
mystical characters, nightmore creotures and heraic warriars they 
encountered on imran journeys. 


Players callect ond creote speciol decks which pit magic against 
technology, or vehicles against mansters, ar ony cambinatian af 
pawers unique ta the six roces included in the starter sets. 
Cantralling powerful vortex gates, players project heraes, monsters 
and troopers ta bottle for cantral of parallel universes. 
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A new generation af callectible cord gomes. Coming soon fram CARDZ! 
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Designed by Don Perrin | 


COLLECTIBLE TRADING CARD GAME 


Based on the best-selling novels 
by Margaret Weis 
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DAMAGE 
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AERIAL BOMBARDMENT 
Play on a Special System card, 
Special System now provides no 
special ability, no influence and nb 
personality points. 


f 
CIVIL DEFENSE 
B Play on the Warlord’s Home 
System Bombing Points against 
this systam are no fonger doubled 


SCHIAVONA 
FIGHTER-BOMBERS 


Sandstone Squadron. 
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>) The Ultimate Guide fo Collectible Card Games 


RICHARD GARFIELD 
Just for yau, on exclusive interview with the man wha created Magic The Gathering 
by Zachary Reid 


HOW THEY DID IT 
Designers talk about making collectible card games 
by Jeatrey Vita and Jeff Gamez 


THE GUYS AND GALS WHO MADE THIS THING A HISTORY OF ROLE-PLAYING GAMES 24 


With the arrival af callecfible card games, fantasytand just keeps getting bigger and bigger 
InQuest is a special issue published by by Rick Swan 
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THE LATEST AND GREATEST RELEASES IN THE WORLD OF COLLECTIBLE CARD GAMES 


COMING TO A BOARD NEAR YOU 


Here's a quick look at what major 
manufacturers have in store for you 


Blood Wars 





TSR 
Release February 1995 
Set Size: 334 cards 

Here's the Deal: Lords use muli- 
tary and poltical might for control 
of the nether regions in this adap- 
tation of Planescape Capture the 
most battlefields to win, Two 134- 
card expansion sets, Factols & Fac- 
tions and Powers & Proxies are due 
in June and August respectively 
Yikes: It comes with a chart that lists allow- 
able combinations for decks cortammg 40 to 100 cards 
There are eight types of Fate cards alone (Oh my!) 

Best For: RPG players, card players, probability nuts 

Packaging two 50°card dual decks meluding rules, 15-card booster packs 
Suggested Retatl $9.95 per dual deck, 82 50 per booster pack 
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WIZARDS OF THE COAST 

Release. February 1995 

Set Size: 80 cards 

Here's the Deal. Ii you're still angry with hie being unfair, don't play The Great 
Dalmuti The player with the fewest cards is the big cheese m this social caste 
system After each hand the five to eight participants switch seats to reflect 
the pecking order A non-collectible game from Magic man Richard Garfield. 
What A Card. The G-Man and inends can even make war fun by mventng rules 
“IF you played the Queen of Spades you had to run around the room shriek- 
ing — If you forgot a rule, then you lost a card" 

Best For: easy-going kids of all ages 

Packaging box set, includes rules and two shrink-wrapped 40-card decks 
Suggested Retail. $7 95 per box set 
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THUNDER CASTLE GAMES 

Release March 1998 

Set Sme 165 cards 

Here's the Deal. Nothing annoys an immortal swordfighter more 
than other immortal swordiighters Solution. hack up your oppo- 
nents! Play a particular persona and adopt his or her advantages 
Don't srrule too quick, though, because you get the disadvan- 
tages too 

Spoilers: "Highlander 3,” also out around March apparently 
ignores the second movie And a certam special sword mughi 
not survive the new flick ! 

Best For: ‘Highlander’ fans fencers, schwophremes 
Packaging: l6-card packs 

Suggested Retail: $2 45 





MAYFAIR GAMES 
Release late January 1995 

Set Size 519 cards 

Here's the Deal: This city-building 
card game comes by way of Maxis’ 
classic computer game Hint of real- 
ity sunply blackmail and bribe city 
council members to push your 
property~building proposals 
through A test of planmmg skills 
Real Estate. Aside from disaster 
cards, SumCity has little fantasy death or destruc- 
tion It does have pictures of the Statue of Liberty, 
Golden Gate Bridge and other famous sites. Yee haw 
Best For- fans of the computer game, politicians m 
traimung, Slick Rick developers wanna-be whute-col- 
lar crime specialists 

Packaging 60-card starter decks, 15-card booster 
packs 

Suggested Retail $8 50 per starter deck, $2 50 per 
booster pack 
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MAG FORCE 7 
Release February 1995 
Set Swe 325 cards 
Here's the Deal: Galactic warlord battles 
galactic warlord ala Margaret Weis’ nov- 
els Deploy starships, bomber squadrons 
and fighter squadrons to protect planets 
or attack enemies The winner is the first 
to eliminate an opponent's power powits 
Bowling for Starships: Star of the 
Guardians features the Lane-to-Lane corn- 
bat system (hey, bub—that's trade- 
marked!) Deploy your fleet carefully or 
risk losing ships and power points' 

Best For: card gamers, would-be galactic conquerors, Weis fans 
Packaging: 60-card starter decks, 15-card booster packs 
Suggested Retail: $8 95 per starter deck $2 95 per booster pack 





TarotCards 


DC COMICS 
Release. March 1995 
Set Size. 78 cards 
Here’s the Deal: Some of DC's hest intro- 
duce you to the realm of the tarot Cast 
fortunes and commune with the occult 
with these Dave McKean renditions of 
your favorite DC Vertigo characters 
Starring: John Constantine as the Fool, 
Swamp Thing as the World Sandman 
as the Heirophant and Death as uh, 
herself 

Best For. aficionados of Vertigo, Dave 
McKean or the macabre, gypsy fortune~ 





Suggested Retail: $50 per set 


Towers in Time 


GAMES 





THUNDER CASTLE 
Release. January 1995 

Set Size: 150 cards 

Here's the Deal. Travel through tune and recruit an army of fantasy creatures 
i to defend your interdimensional tower Each creature takes one action per tum, 
and players alternate actions Dwarves, elves and orcs of the world unite! 
Collect ‘Em All: Future editions will arrive as self-contained sets, look for 150- 
to 165-card Greek, Zodiac, Amazon and Norse editions in March, June, August 
anid October, respectively 

Best For: self-conscious yet strong-willed war gamers and card players 
Packaging: 54-card starter deck exght-card booster packs 
Suggested Retail. $6 95 per starter deck $145 per booster pack 
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Dragons are the focus of Wyvern, 
due from U.S. Games Systems in 
January. Peter Pracownik 
contributed art for all 136 
first-run cards, which will be 
sold in 60-card starter decks 
($7.95 suggested retail) and 15 
card booster packs ($2.50). 
Marvel and Fleer are preparing 
Power Players, which pits teams 
of superpowered characters 
against one another. Players 
tailor the arena, allowing the 
HuLk to hurl nearby buses or 
Spider-Man to scale skyscrapers. 
Richard Garfield and Wizards of 
the Coast aren't resting on their 
well-heeled Laurels. Netrunner is 
the title for Wizards' adaptation 


of R. Talsorian's Cyberpunk 2020, 


and Wizards will base a game on 


tellers those undaunted by the concept jp ———@ FASA's BattleTech robot-combat 
of bad karma . 3 

RPG. Cardz is play~testing a 
Packaging: complete set with a player's aed a 
guide card game set for March delivery. 


Technology and magic join forces 

in a battle for control of 

parallel universes. Untitled as 

we went to press, the game's 
artwork will feature 

-® never-before-seen work by Boris 
Vallejo and Julie BelL, the first 
game collaboration of the 


husband-and-wife team. 








ALREADY IN PLAY 
In case you missed 
them, here's a listing 
of some of the products 
currently available 


r 
COLUMBIA GAMES 

Set Size: 200 cards 

Here's the Deal: Marshal Confederate or Uruon cards 
and re-enact the First Battle of Bull Run, or’ First 
Manassas,’ as Johnny Reb calls 1t A Shiloh expan- 
slop. set with 300 cards may be out by mud-year, and. 
Gettysburg 1s in the works 

Pick Me, ['m Special: Each deck contains 30 Con- 
federate and 30 Umon cards Decks contain no duph- 
cate cards, and no two decks are identical 

Best For: Ken Burns, the Daughters of the Confeder- 
acy wargame, history or Crvil War buffs and col- 
lectors, those guys who play pretend in genume 
replica Civil War uruforms 

Packaging: 60-card decks with rules 

Suggested Retail: $9 per deck 





HEARTBREAKER HOBBIES & GAMES Doomtrooper ™@ 


Set Size: 337 cards — _ 

Here's the Deal. Remember what happened when someone accidentally dropped chocolate mto peanut 
butter? Deomtrooper, based on the Mutant Chronicles universe, mixes fantasy and science fiction Cor- 
porate Doomtroopers wielding kruves, elemental balls and other equipment stand between human- 
ity and the Indeous alien Dark Legion. 

European Is As European Does With names like Paolo Parente Nils Gullikson, Danne Kochanski and 


Peter Bergtng, ariong others, these artists ve gotta be foreign 


Best For: lovers of cool cards high-tech warrior wizards 





aficionados of European art 

Packaging. 60-card starter decks with rules, 15-card 
"Necropak" booster packs 

Suggested Retail. $7 95 per starter deck, $2 45 per 
booster pack 


actic Empires 


COMPANION GAMES 

Set Size 421 cards 

Here’s the Deal: You can rule the galaxy! Terram allows you to pound your 
opponent with ships stellar anomalies and space monsters Crew and 
equipment improve your vessels’ effectiveness February's New Empires 
expansion set contains basic decks with Scorpeads and Plasma-Occu- 
pied Terntones and booster packs with Clydons and Tufors 

A Picture’s Worth: Vektrea Prime and some of the space scenes look ter- 
rife bui the introductory edition Bolaar Weapons Officer and Corporate 
Raiding Party er, dont 

Best For: those who want science-fiction card games or own lotsa small dice (you use ‘em to keep 
track of d: ge to various cards) 

Packaging 55-card starter decks, l2-card booster packs 

Suggested Retail: s8 95 per starter deck, $2 45 per booster pack 











Illuminati: 





STEVE JACKSON GAMES 
Set Size: 409 cards 


Here's the Deal: We ve got two theories on the arrival of this set either Steve Jackson Games took its omginal, non-cus- 
tomuable Iiummat card game off the market because 1t thought 1t was time to umprove the 10-year-old product, or the com- 
party was taken over by the Semiconscious Liberation Army, You decide 

Alphabet Soup: In an effort to save trees, SJG calls this game INWO Other card games could be abbreviated M TG, OTE SC— 
TCG, 8 MIM, SotG, ST TNG CCG, TGD and TiT (but as the last example dernonstrates this could lead to confusion over each 


product's subject matter) 





Best For: people who love Hiuminati On the Edge or the Zapruder film (but we didn't tell you!) 
Packaging: starter sets with two 55-card decks and rules 15-card booster packs 
Suggested Retail: $9 95 per starter set, $2 25 per booster pack 


icc 


WIZARDS OF THE COAST 
Set Size. 438 cards 


Here's the Deal As an ancient vampire you manipulate younger bloodsuckers im Wizards of the Coast's second Deckmaster collectible card game Players 
attack to the leit, but must guard to the nght If you thought vampires were scary, wait all you meet one with a gun! Wizards 15 preparing a pocket play- 
ers’ guide, expansion set and retailer poster, White Wolf, makers of the role-playing game on which Jyhad 1s based, 1s out with ‘The 

Eternal Struggle A Strategy Guide to the Jyhad’ (87 95) Va 

Politics As Blood Sport. Inconvernence eneres with political cards The issues at, er stake won't be debated in Congress ever heard 

of Praxis Seizure, Autarkis Persecution or Consangwneous Condemnation? 

Best For: mature fans of the macabre—Jyhad 1s complicated and takes a while to play, but can really suck you in and be 


fiendishly rewarding 


Packaging: 76-card starter decks 19-card booster packs 
Suggested Retail. $8 95 per starter deck, $2 75 per booster pack 


G6INQUEST 

















2 
iS 
a 
g 
g 
& 
9 
a 
i 
z 
g 
i 
é 
i= 
os 
2 
5 
§ 
i} 
5 
eo 
: 
8 
3 
3 
Q 
& 
z 
& 
g 
z 
e 
é 
; 
S 
z 
= 
6 
= 
Fy 
g 
z 
z 
E 
z 








BD U E L 19) E Cc Kee Cc a ig d G a m e 
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The bloodshed begins with he BA” WE DUELDECE” cated Gane ond 
Ma canflagoetion exoande with cach LOUD wie psedation Peak: 


Preueewa w Febru! 
Cali our new toll-free number 1-800-384-4TSR to find the book, game or hobby store 


nearest you that carries TSR products! 



























ATLAS GAMES 
Set Size: 269 cards 
Here's the Deal. Conspire to control Al Amarja, All resources and some influ 
ential people have pull pomts, which help acquire other people and equip- 
ment They can also build game-winning influence pomts As m real lie, 
cliques are umportant certain cards can't be used unless a card belong- 
ing to asumilar gang group or race 1s already out The Cut-Ups Project 
expazision with 90 cards 1s set for February 

Travel Tip: AHL uh-MAR-huh That s how to pronounce the name 
of this weird Mediterranean island of androids mutants, psychics and 
sentient baboons 

Best For people who loved Iuzunati or "The Hitch-Hiker's Guide to the Galaxy” or who thought JFK" 
was too tame 

Packaging. 60-card starter decks with rules, 10-card booster packs 

Suggested Retail $7 95 per starter deck, $195 per booster pack 










Spellfire: 


WIZARDS OF THE COAST 


Set Size. really, really big (have fun trying to maintain your sm counting it) TSR 







Here's the Deal: This 1s the mother of all collectible card games Use magical resources to reduce Set Size: 695 cards 
your enemys life force to zilch Power comes from five types of color-coded land A sixth expanc- Here's the Deal. 
sion set, Ice Age, 1s due in May It'll feature more than 300 cards, playable by themselves or with Dungeons & Drag- 


other Magic cards ' 
Magic: The Obsession: Two suttcases 15,000 cards, 400 Merfolk and one Shivan Dragon later-and 
enthusiasts are sill buying. What a phenomenon! 

Best For: casual or avid gamers fantasy enthusiasts, card collectors, Richard Garhield, collectibles 
writers with expense accounts 

Packaging. Gift boxes with two 60-card decks, 30 fe counters and illustrated rules 60-card starter 
decks with niles, eight- to 15-card booster packs 

Suggested Retail: §19 95 per gift box $7 95 per starter deck, $2 45 per 15-card booster pack $1.45 per 
eight~card booster pack (expect to pay more for all these zterns) 


ons the role-playing 
entertamment that 
‘was virtually syn- 
onymous with a 
gaming genre, 
becomes a col- 
lectible card 
game. The first 
player to defend 
six realms wins 


DECIPHER : Realms are pro- 
Set Size: 363 cards Star Trek i tected by champions and allies whose powers grow 
Here's the Deal: Report L - ] with magical items 





for duty at Klingon, - "I Know That Monster!”: TSR caught some heat for 
Romulan or Federation — recycling classic, often beautiful art for Spelifire 
outposts and go where no one has gone before Players design a new universe But with new photo cards as corny as the Mind. 
each game, starships travel it, accumulating pomts for missions accomplished. Flayer Lord fans should reconsider their emticisms 
Few starter decks contain a ready-to-play set, so be prepared to get at least Best For: D&D or fantasy fans, new and young card 
one booster pack The set 1s avatlable in two editions a black-bordered lim- gamers 

soted edition and a whute-bordered unkmuted editon Packaging: starter sets with two 55-card decks and 
Red Alert: This game uses images and factoids from the TV show so these cards » rules 15-card booster packs 

are sharp! Suggested Retail: $8 95 per starter set, $250 per 
Best For. anyone who enjoys a good 'Trek” or distinchve card game booster pack 

Packaging 60-card starter decks, 15-card booster packs for both editions 
Suggested Retail; $8 95 per starter deck, $2 95 per booster pack (expect to pay 
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more for both) 
h CARD SHARKS 7 
q 
Super Deck! Set Swe: 160 cards 
Fc al 


Here's the Deal: Build a hero and a villain who are strong enough to top your opponent s vil- 
tain and hero, respectively Play combatants. sidekicks, abilities hindrances and events on your or your opponent s characters 
Wham! Shazak! Ka~Bam!. Super Decks quirky characters include the Pendulum, who ‘searches for the thugs who killed tis 
paxents” (sound familiar®), and Yari the Troll, who’ destroys other bridges to mcrease the traffic on kus own" wha?) 
Best For people who are young love superheroes or need an easy introduction to card games, advanced players need not apply 
Packaging: 60-card starter deck and rules 10-card booster packs 

Suggested Retail $7 95 per starter deck, $195 per booster pack 
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He's moved from Sitka, Alaska to Seattle, Wash , 
from starving artist to hottest painter in the biz 
‘Twenty six-year-old Anson Maddocks has helped 
igtute the entire collectible card game industry 
with his unique blend of gothic-horror creatures 
and surreal landscapes Once confined to sec- 
ond-hand shops, he's painted the "Operation 
Muinderime" tour jackets for the band Queen- 
sryche and become “Photoshop Guru’ at Wards 
of the Coast Maddocks talked to InQuest about 
Magic, parting and stardom 


Q: How did you start painting? 

A | started when 1 was four 1 had a baby sitter 
who had some drawing book or something, and 
she was trying to get me out of her hair, prob- 
ably, so she had me start drawing And I just 
took 1t up frora then I drew a lot of insects, rocket 
ships and ahens 

Q: What inspires your paintings? 

A I try not to be toa inspired by somebody else's 
creativity I'm really mterested in raw matenals 
and amumais—and those sort of things kind of 
fuel my imagination and get me thmlang what 
other ways could those thungs be depicted. Espe- 
cially with human forms, it can be really mtngu- 
ing to me to see how far I can push them into 
another dimension 

@: When did you realize the stuff you were doing 
for Magic was going to be a big hit? Or have 
you even thought about that? 

A No actually, | was just really ito the project 


weirdest CARDS 


10, Animalism, Jyhad, Siegitied and Roy's 
dream come true 

9, Living Wall, Magic. Coolang with Dahmer 
§. Anaphasic Orgarusm, 

Star Trek The Next Generation, “Norman * 
7, Drawing Out The Beast, Jyhad, “Hey, | ordered 
smayyo on this!” 

6, Drain Essence, Jvhad. "Tis- 
suet Somebody get me a tissuel” 
5, Tome Elemental, Magic “You 
are traveling through another 
dimension, A dimension of 
both time and apace.” 

4. Psychovore, On The Edge. 
Every kad's worst mghtrnare-a. 


8. ANAPHASIC ORGANISM, 


The idea of having a bunch of Iit- 
He color pieces was really intrigu- 
ing They were so excited about the 

project that! couldn't help but share 

their enthusiasm... 1 was really 

happy to help out When the other 

arusts were failing to turn things 

in, I would come kind of to their 

rescue That's how come I have so 

Marty pieces im the original set 

9: How many pieces did you have? 
A Idid 31, and they used 30 It's about 10 percent 
of the original artwork 

@: Do you play Magic? 

A I'm so busy populating Domima that 1 don t 
have time for other things Maybe once every 
three months Just when I have the opportumty, 
or when somebody asks me 

@: How long does it usually take you to do « piece 
for a Magic card? 

A About two or three hours 

@: Do you do a lot of conventions? 

A Yeah I just got back from doing some in 
Europe That was really cool 1 went to Germany 
and ltaly, and took some vacation time _ It’s 
really cool to have people tell you what: they 
think of your work When they have a really pos- 
itrve response, it really makes you feel good Also, 
you get their opinions and their interpretations 
of things This one kid showed me this relation- 
ship between two of the cards | did that I had 
not intended-he thought | did 1t on purpose 

@: Which two cards? 

A Paralyze and Guardian Angel If you take 
Guardian Angel and you put it diagonal to Par- 
alyze, it Iooks like he's shooting the guy It's 
weird The background color kind of fades 
together, and the proportions are night, and the 
blast 1s nght . 


ee 
A 
i] 
= 
rs 


jack-in-the-box gone horn 
bly wrong 

2, Elemental Cleric, 
Spelitire “Yes, ma'am 
Tis will definitely stop 
your daughter from 
picking her nose “ 
2. Horror of Horrors, Magic But 
Ive got a great personality! 


4. Mundstab Thrall, Magic. 
“Try torelax-this ig.a very simple 
Operation ” 


% 















@: Is that your subconscious working overtitne? 
A Could be Put all my stuff together and see 
one big puzzle. Zaughs} 
@: Do fans recognize you at these conventions? 
A 1 was in Italy and some guy ran up tome and 
said, Signor Maddocks, could you sign my card?" 
That was the only time outside of worlang at 
the [Wizards of the Coast] table It's good I don't 
think I'd want to be a movie star 

~-Michael Searle 
THE MADDOCKS FILE 
Favorite Magic cards (own): Throne of Bone, 
Cyclopean Tomb 
Favorite Magic cards (others’): Sandra Evering- 
ham's Sinkhole Any work by Mark Tedin, Drew 
Tucker or Amy Weber, among others 
Favorite Magic card (fang'): Fallen Angel, Hur- 
loon Minotaur Some, hke Flight and Holy 
Strength, were created in the same hour 


gattints, Elemental Clea 
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CRUISE CON 
The Carnival ler Fantasy sails on April 27, 1995 
This four-day Bahamas cruise features Magic creator 
Richard Garfield, SunCityco- 

designer Darwin Bromley, 

card-game arhsts and others en Kk 
Between card and role-play~ ae 
ing games, you can swim, i 
dance or visit Nassau "The 








tay 


only convention your signif- Foy 

icant other will thank you for [ — 

attending" Call Andon Unlm- 

ited at (800) 529-EXPO or (215) »=- "| 

673-2117 in Ohio, ia a 
a a ae | 

START YOUR ENGINES 


After eight years, the Richard Garfield game that 
precipitated Magic. The Gatheringis out! In Robo- 
Rally, boved. computers start a wacky, unpredictable 
robot race The board game, co-designed by Garfield 
and Mike Davis, requires at least two players and 
30 minutes Get it from your local garmng store or 
order direct from Wizards of the Coast at PO Box 
707, Renton, WA 98057-0707 


MICROCOMPUTER MAGIC 
Ifyou prefer life with chgital sound, 
prepare for computer Magic Macro- 
Prose Software 1s developing both 
stand-alone and on-hne versions of 
the card game The CD-ROM will 
boast information on nearly 1,000 
cards, graphics, trading, variable 
vard rarity and tournament play 
Look for it 1n spring 1995 


GET READY TO LOG ON 


RIVER SIONS 


MAGIC ARMADA 

Acclaim Comics wall unleash its first line of books 
im March 1995 Magic The Gathermg—The Shadow 
Mage and Ice Age: On the World of Magic The 
Gathering, a te-m wath the Magic expansion set, 


HEARTBREAKING MINIATURES 
Heartbreaker Hobbies & Games makes Magic 
miniatures ranging 1 price from $2.50 to $4 Get 
‘em from stores or write Heartbreaker at PO Box 
105, Folsom, PA 19033 


Nas 





will both be four-issue series Jeff Gomez and Jeot 
Vita (contributors to this magazine) are co-plot- 
ting the books, to be drawn by Val Mayerik and 
Rafael Kayanan (Conan the Adventurer), respec- 
‘ively Each comuc will sporta $2 50 pnice, a pated 
cover and information on the game of Magic 


PINS AND THINGS 

‘Wizards of the Coast sells several Maguc- and Jyhad- 
related items (to order, see “Start Your Engines” 
above) Magic logo pins retail for $6 95, while Hur 
loon Minotaur pms are 8495 Black Magic T- 
shurts with a choice of three card pictures on the 
back and black Jyhad T-shurts sell for $16 95 (Land 
XD and $18 95 (XXL) New designs will be out by 
mid-95 A 13-month Magic calendar retails for 
$1095. An Anson Maddocks and Mark Tedin bat- 
fle poster sells for $998 Maguccard binders with. 
origimal Pete Venters art are due in early 95. 
Deckmaster lifecounters are in the works. 








Three Magic database programs for IBM-compatible computers track the cards you have and the 
ones you want All ist Magic cards, CardMaster and Gamecard Wizard track prices CardMaster has 
colorful screens and a graphic-style mterface. It bears the Wizards of the Coast seal of approval @24 95 
plus supping and handimg, Sky Hi Sales [800] 949-4267) Game- 
card Wizard cludes card lists for Jvhad and Galachc Empires 
Its flexibility and attractive interface are pluses, but 1t doesn't 
show card descriptions ($39 95 plus $5 S&H, DIGITAL Alchemy, 
[800] 566-6277) Deck Daemon has flexible deck-building capac- 
ites and allows easy viewing of card abilrhes ($29 95 plus $5 
SEH, BOS, [208] 336-9404) Macintosh users should check out 
Jackie Macapanpan's The Duelist's Companion shareware Ver- 
sion 2 O has an excellent interface, but displays only one deck at 
a time and doesn't show card abuities 








DIVIDE AND CONOWER 

"The Bag Man” manufactures dividers for Magic 
card collectors The color plastic dividers are 
preprixited to help separate spells, lands, artifacts 
and other cards in a standard vertical card box The 
dividers are sold m sets for $8 50 up to $995 Write 
“The Bag Man’ at 12788 Highway 9, Suite 5, Boulder 
Creek, CA 95006 R 
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Experience 
Encounters ‘OS 


Imagine... 


.-you are surrounded by towering 
buildings teemung with the energy 
from a vast sea of people... 


-;you are at a convocation of 
the elite from the trading card 
game world, gathered together 
m_a setting exuding majestic 
splendor... 

There is no other gaming 
convention that will capture 
the dynamic excitement that is 
within the city of New York. 
There is no other place to be 


wthis is Encounters ‘05. 


Call 718.461.6480 for more 
information or to preregister. 
Or email realm@1x.netcom.com, 
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What you can expect... 


J exhibitors 


Discover unexplored worlds m this expanding industry. 
Learn first-hand what 1s the fietzere of the gaming industry. 

Experience new games in the making. plus find out what your 
favorite gaming card company has im store for you! 


give-aways 





Everyone gets a chance to take home something. Receive sample 
cards, free magazines, and much more! 


guest artists 


Feast your eyes on origmal art works created by your favorite 
trading card game artists. Meet them in person for autographs 
and creative inspiration. 


tournaments ©. 


= 


Over $1,000 in prizes! Engage m the goodwill of trading 
sportsmanship while participating in huge weekend-long 


tournaments. 
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* ‘Garfield always loved to play 
games. Now he gets paid to invent them. And 
he could have cashed in on his imaginative 
passion for a single million-dollar payday and 
retired at age 30. Instead, he parlayed his 
potential fortune from devising Magic: The 
Gathering right back into the company that 
gambled on his game in the first place 

That's the kind of guy Garfield is. short on 
stabihty but long on commitment. He's been 
that way all his life. Born in Oregon, he spent 
tus youth in the Pacific Northwest, in Philadel- 
phia and, for six years, in Bangladesh and 
Nepal while his father plied his trade as an 
architect. He never complained about having 
to make new friends every couple of years. It 
‘was rnore a ratter of finding something to do 
with those friends, and that philosophy defines 
his relationship with Wizards of the Coast, the 
company that publishes Magic. 

"I've always been willing to back my games 
by getting paid entirely in royalties,” Garfield 
says. “This is the ultumate form of that.” 

Garfield is hailed as a genius by game 
enthusiasts and the people at Wizards of the 
Coast He simply thinks of himself as a game 
designer who's lucky enough to earn a living 

by pursuing hus favorite hobby. His 
chance encounter with suc~ 
cess has made 
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possible a lifestyle and a career he once dis- 
missed as wishful thinking Now 31, Garheld 
spends his days as coordinator of table game 
research and development for Wizards. 


GAMES OF A LIFETIME 

Garfield first began designing games out of 
necessity. He quickly mastered role-playing 
games like Dungeons & Dragons and Chivalry 
& Sorcery. And since buying a new game 
every week would challenge any kid's 
allowance, he began altering the rules of the 
games he already had. 

“It's very rauch an art,” Garfield says of 
designing games. “I operate largely on intu- 
ition, use a lot of my game experience I play 
a lot of games and I take something from each 
of them. Wher I get inspired, I'll work for 
hours and hours on end“ 

Garfield's goal is to come up with games 
that are fun and interesting—and that stay 
that way. 

“Tt doesn't take long in many games to hit 
the point where you can't get much better,” 
Garfield says. Some people are content with 
mastering a game's rules. Garfield prefers 
altering the rules and adding new dimen- 
sions to games. 

Today, he counts more than 60 games to his 
credit, not including the variations of existing 
games. A handful, including Jyhad and Robo- 
Rally, have been published through Wizards of 
the Coast's Gartield Games division. He says a 
dozen could be ready for publication in a mat- 
ter of weeks, and the rest within a year. 

In a gaming worlé where varia~ 
tons are the rule and marketing 

counts more than substance, Magic 
is an aberration. There had never 
been a collectible card game quite 
like 1, though there has been a 
slew since. But in very simple 
terms, Garfield's Magic card 
game is nothing more than 

a variation of existing card 

games The deck never 

stops at 52 cards, but the 
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premise 1s the same: even though players have 
different cards, the key to winning is knowing 
what's im your deck and planning your strat- 
egy around it. 

At least that's Garfield's version of the 
gare. Collectors have given Magic an entirely 
different spin, putting values on rarer, more 
powerful cards while discarding common or 
weaker cards. It’s like playing poker with a 
deck full of face cards. But you still have io 
play your aces first to win. 


LUCK OF THE DRAW 

Instant success hasn't translated into casual 
living for Garfield, a former college teacher 
with a graduate degree in combinatorial math- 
ematics--the scierice of problem solving 

Tn fact, not until this past summer-three 
years after his first meeting with Wizards of 
the Coast—diti Garfield begin devoting all of 
ius time to professional game design. Last June, 
he left his post as a mathematics professor at 
Whitman College im southeastern Washington 
for the move across state to Renton-based Wiz- 
ards of the Coast. And even now, with approx- 
imately one billion Magic cards in circulation, 
Garheld won't rule out a return to academia. 

If you had asked Garfield a decade ago 
where he'd be today, game designing would 
not have beer his answer. 

“[ hadn't been interested in being a pro- 
fessional game designer.” he says “There's 
very little money in it And the people who 
design games aren't always open to new 
‘designers. I wasn't even trying.” 

He was only trying to get one of his games 
published While an undergraduate student 
at the University of Pennsylvania, he created 
a board game called RoboRally, He offered a 
friend a 50 percent stake in the game if he 
could get it published—an offer that was more 
than generous, though it would take almost a 
decade before RoboRally hit stores. 

After a series of rejections, Garfield met 
with representatives of Wizards of the Coast 
in 1991, He flew from Illinois, where he was 
working for Bell Labs, for ihe meeting in a 
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Seattle pizza parlor Wizards wanted Robo- 
Rally but didn't have the capital to publish it 
immediately The company needed a game 
that could be played quickly and without much 
equipment 

Garhield thought about a Magic-type game 
he first created in 1984 He came back with 
an updated version of Magic 

The game he delivered to Wizards was con- 
siderably different from its original conception. 
“A lot of the flavor [was] the same, but the 
rules changed a lot " Garfield explains. "There 
was a constant evolution of the flavor ' 





The final product was everything Wizards 
wanted The game was based on cards, not 
the standard fare of boards and dice Two peo- 
ple could play with a murumal number of cards, 
and the game was designed for quick play 

"t's kind of from the evolutionary mixing 
pot,” he says of the final version of Magic 
"It's from games from outside designers—Cos- 
mic Encounter the granddaday of card 
games—and games of my own design The 
trading @ard concept came out of nowhere 
Cards are a good téol to hayéin a magic sys- 
tém-..., When the trading card concept came 
about, then, after about three months, it 
chariged very little,” 

The big surprise—io Garfield and to Wiz- 
ards-was that the garné would catch on as a 
collectible, : 

They first noticed the trend while testing 
the game, when players began collecting the 
crude black-and-white cards It became evi- 
dent as orders for the cards began pilitig up. 
They couldn't keep up with requests for the 
starter decks—packs ef 60°randomly thosen: 
cards from among the more than 300 avail- 
able at the ime—or the booster decks. 

‘IThe success] was perpetually dawmng 
onus,” Garfield says “Every tute we thought 
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we had it under control it got bigger I'mnot 
exactly certain it's stabilized ” 

The game's details have changed again 
since its initial release Originally, the rarer 
cards were much more powerful than the 
common cards But when people started buy- 
ing the rare cards and creating can t-lose 
decks, the nature of the game started to work 
against the casual players And that wasn't 
the idea Garfield hadin mind ’A person who 
doesn't want to buy a lot of decks shouldn't 
have to,” he says 

So they made some changes "We've made 
common cards more powerful and stripped 
out some of the degenerate rare cards The 
rare cards now are more specialized, but not 
more powerful ’ 
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Garfield works on other projects at Wizards, 
but he says he still spends about half of his 
time maintaining Magic The bulk of his mail 
1s about the game, and when he travels to 
gaming conventions, he's treated like a star 

“| never really went to game conventions 
before maybe one or two, and I certainly was- 
n't recognized at those, ' says the soft-spoken, 
contemplative Garfield "Now, | feel like a star— 
ike a star I go around shows signing cards, 
leading discussions It's fun, but it’s tirmg ” 

His celebrity was apparent in November at 
the 54th Philadelphia Science Fiction Con- 
vention A constant barrage of Magic enthu- 
Slasts kept Garfield busy at the Wizards of the 
Coast booth When he could slip away, he 
found himself leading panel discussions on 
his game or signing autographs And this was 
a slow weekend—nothing compared to the 
attention he gets at game conventions 

‘In some sense I was excited to get a lit- 
tle bit of fame It helped me get in touch with 
people id lost touch with over the years I 
couldn't find them but they knew where to 
find me * Garfield has also experienced the 
downside to beg astar “Orite it happened, 
Thad Jéss time than last year to spend with my 
fnerids. No parhculat way of dealing with. 

Garfield hasit'thad mutch time to pursue 
gamegsdately either His job as coordimator of 
table gaine research and developmerit leaves 
him reviewing other peoples work. He spends 
most ‘Of his tute testing stibmussrons and 
mamtaining Magie, but he's. not content-with, 
a tole ivtnanagement tas Ti 

“] prefer acting as'a game guru, he says. 
“ldike-to give advice, leave it as they will. 
Letame concenthate.on games He doesn't 
ike the thought that his opimon alone could: 
Kill a project : 

“Lthinkan time | could. develop the man- 
agement skills, but I don"bhke to put ay foot. 
down I don't lké te make prierity decisions, 





especially on projects I'm working on " 

Finding a suitable replacement to take over 
his management chores is a priority Hes a 
gaming enthusiast, pure and simple He has 
other pursuits—movies and books in particu- 
lar—but his passion 1s for games 

He'll change the rules in everything from 
Trivai Pursuit to checkers just to keep the 
game interesting “I start fiddling with the 
rules," he says “In Trrvial Pursuit, 1 ve played 
with some modifications We had one rule 
where if you land on an opponent's pie wagon, 
you can steal the piece if you answer a gues- 
ton correctly Or you can play where you have 
to get all six questions right " 

Ifyou rea stickler for the rules, Garfield 1s 
probably not the best opponent ButI've never 
had any trouble finding players he says "In 
different games, I always level the playing 
field 1] may be better at chess than you, but if 
I change the rules, then we're starting at the 
same place” 





Richard Garfield, the famous game designer, 
isn't much different from Richard Garfield 
the inconspicuous college professor Unlike 
many people who get a quick taste of finan- 
cial success, Garfield’s life isn't filled with 
expensive and exotic obsessions He drives a 
company car a Pontiac Grand Am He's mak- 
ing more money than he ever did m1 the class- 
room, but he still hasn't traded his worn 
corduroys for Armani suits or his loafers for 
Tony Lama cowboy boots 

“Lhave a very modest lifestyle,’ he says "I 
would like to have enough resources to not 
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When you play Magic: The Gathering™, a world of infinite possibilitics hes in your hands. 3 Because 
you create your own deck from a random pool of beautifully illustrated cards, you build 

your strategy right into your deck before the game even begins! # You can 

construct a deck that’s simple and straightforward, or one that’s remarkably 

sophisticated. @ Other players may have cards you've never seen before, and 


by trading, you can strengthen your own deck. @ The more you play 
these fast-paced duels, the more Magic’s ever-changing adventures 
will intrigue you. 6 You'll never play the same game twice! 


Wizards of the Coast, Inc. P.O. Box 707, Renton, WA 98057-0707 Customer Service: (206) 624-0933 


Mate: The Gathermy and Garfield Games are trademarks of Wizards of the Coast, Ine, Wieards of the Coast 1s tered trademark Artwork ©1994 Pete Venters 

















have to worry about where my next meal's 
coming from ” 

He hkes to travel, but he's just as happy 
fuking and hunting for wild mushrooms He's 
not opposed to lavishing himself, but rll have 
to wait “I certamly have to be sure] was going 
to have no problem with finances in the 
future,’ he says 

Garfield defies categorization He spent 
countless hours of his youth mastering role- 
playing games, but he wasn't the rebellious 
kid who did so to spite his parents He had the 
grades to make it into an Ivy League school, but 
he had no idea where that would lead him 
He chose the University of Pennsylvania for 
one simple reason "I liked the way my father 
turned out and he went to Penn ' he says 

He pursued an education in mathematics— 
and post-baccalaureate work 1 combinator- 
ial mathematics—because of his interest m 
games but he never seriously considered mak- 
ing games a career 

“I briefly dreamed about being a world 
famous game designer,” he says, "until I found 
out how the game industry works 

"l went into math because of my love for 
games Combinatorial mathematics is almost 
hike having a degree m problem solving It's 
good for solving problems that come up 1h 
games, coming up with new strategies, little 
artificial worlds Figure out how to use the 
rules as best you cart 7 

“I was somewhat directionless,” Garfield 
says "l was going to go to grad school My 
father, who teaches graduate school, said stu- 
dents with a httle work experience do better ' 

And if he could follow his father around 
the world—which he did—he could certainly 
take his father’s advice. With a bachelor's 
degree in tow, Garheld went looking for a job 
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He found several possibilities, mcluding “alab i 


that specialized in finding lost things ” He set- 
tled on an oifer from Bell Labs to be a resource 
manager on a computer projectinvolving dig~ 
ital switches 


KEEPING THE VISION ALIVE 

Shortly after his meeting with Wizards of the 
Coast Garfield made the move to academia 
and Washington But he didn't move to be 
closer to a potential distributor Richard 
Garhield 1s a game-design purist He creates 
games to please humself and his friends, not the 
commercial market He was coming up with 


variations on old games and hisown new ones # 


Jong betore he had anything published If 
there had been no Magic, no overmght suc- 
cess, Richard Garfield would still be a game 
designer Only he d probably still be a college 
professor, too 

Magic was nice, but he says a real chal- 
lenge 1s developing games that will entice peo- 
ple who normally don't play games 

“Belore Magic, | designed games entirely for 
roy frends and me A special treasure was when 
I could get my sister, who doesn't play games as 
a hobby interested I also liked to design games 
that I could take home at Thanksgiving " 

Garfield's perspective of the game mdus- 
try is still that of an outsider He sees an 
industry driven by marketing possibilities—not 
clever games 

‘A lot of companies I believe they don't see 
game design as important,” he says ‘Some 


designers are told what to design Idon'tthimk — 


game design has enough respect.’ 

Working for Wizards of the Coast makes 
him an insider, but his world 1s much differ- 
ent from that at the huge corporations that 
make games for the mass market 

“At Wizards of the Coast, there's no bur- 
den I can't overcome,” he says "They share 
my vision, that the quality of game design 18 
important.’ 

It's not unusual to find Garfield and hus co- 
workers siting around the office playing 
games "It's business as usual if!'m playing a 
game at the office in the middle of the day,” he 
says And it's not unusual to catch Garfield 
playing Magic with his wife They met while 
she was parhcipating in. a Magic testing group. 


“The worst thing I could do would be to 


stop playing games,” he says, “I know some 
game designers don't play games, but I have 
toplay Otherwase, it becomes inbreeding, all 
the games start looking the same ' 

Garfield isn't as concerned about finding 
future success along the lines of Magic as much 
as he is about keeping everything fresh 

“I don't have any fear,” he says "I know 
it's going to be my biggest hit" 


But it's not gong to be his ottly one. 7Q. 
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Richard Garfield has token ona management role with Wiz- 
ards of the Coast, but he still spends time creating, design- 
ing and developing games. 

The bulk af his time is devated ta maintaining Mogie. 
But while he creoted all of the cords for the gare’ intial 
run, he was down fo 0 consulfing role on the ice Age expan- 
sian set. 

His current duties coll for him ta review other work— 
bath in-house projects ond outside contriiihians Among other 
projects at Wizards, Garfield has been or will be involved 
will 


Netrumner: While Magic was transforming Wizards of the 
Costinto o major player ia the gaming markel, the company 
found itself in pasifion fo purchase licenses, licenses and mare 
Ticanses. Including the license to R Talsorian Games’ Cyber- 
punk 2020 rale-playing game, on whichthe Nefrunier cord 
game will be based. “The license wos acquired af a ime when 
we took in licenses very quickly,” Garfield says, “I wos par- 
ticularly enthusiastic about this {’m a fan of the whole cyber- 
punk genre” Garfield has designed the first draft of this 
gomne. Mefrunner takes place about 30 yeors in the future ond 
enters araund cracking a computer nefwark. 

BatileToch: Garheld says his Deckmaster game is in design, 
but it hosn’t been tested, ft is based on FASA Corp.'s Bat- 
Helech robat combat gome 

The Great Dolmuti: Due out in February, ths is “a card 
game no more complicated than Uno,” says Gorfield. 
RoboRally: The point of Garfield’ orignal meeting with 
Wizords of the Coast, RoboRolly finally hit stores last fall— 
a decode after tt wos desiqned. Lock for an expansion and 
o sister game this summer The lotier will toke place in the 
same world, but the abject will be something other than a race. 
Middle-carth: In December 1993, Wizards of the Caost 
and {ron Crown Enterprises announced a licensing deal that 





~ would result ia Deckmaster game based an J.R R, Tolkien's 


“The Habbit” and “The Lord of the Rings” trlagy As we enter 
1995, there’s stil na sign of the game. “I haven't come up 
with adesign that's ve fo the Tolkien nome,” Garfield suys. 
“Twor't be involved, {m1 not o huge Tolkien fan, That pro- 
jedt needs someone who ts.” Wizords of the Coast hos 0 few 
_ people working on if, but is still uncertain when—or if — 
“the game will be released. 
“Other business: Garfield's working on acquiring one more 
‘mojar license, hut he declined fa comment on the specifics. 
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Anything is possible. 


MicroProse Software 1s the official licensee of Magic The Gathering. 
Magic The Gathering is a trademark of Wizards of the Coast. 
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who seek 
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AUTOGRAPHED ANSON ARTWORK! 


Hurloon Minotaur. Guardian Angel. 
living Wall. Animate Dead. Holy 
Strength. Throne of Bone. Cyclopean : E 

Tomb, Fallen Angel. Those are just some = 

of the awesome Magic: The Gathering 

cards uUlustrated by artist extraordi- 

naire Anson Maddocks And guess 

what? Anson is ready to put his pen to 

work for you! If you're one of the win- 

nets of our inaugural InQuest contest, 

we'll send you and 99 other lucky stiffs at i 
an autographed, limited-edition print ae 
of Anson's In@uest cover. Just think of it 
as the biggest, baddest. best Magic 
trump card around. 


We'll randomly select 100 winners and é 
ship your ptize to your place nearly as § 
fast as a wizard can traipse from one J 
plane to another! Don't put this off—the , 
contest deadline 1s May 1, 1995! 


How do you win? Don’t start tapping ; 
mana—it won't help. You hafta win this / 
contest the old-fashioned way! That’s 
tight, pick up your pencil and scribble 3 
your name, date of birth, home address, 
city, state, ZIP code, area code and phone 
number on a clean piece of paper, napkin, 
cardboard panel, postcard—heck, any- g 
thing flat that you can legibly write on. = "ig 
(The official contest entry form works 4 = 
teally well.) Send it to: = i - 

Anson Artwork Contest 4 eo = 





c/o InQuest Special Issue o, 
PO, Box 381 ot 
Congers, NY 10920-1381 i 





LITTLE LEGAL LINES OTYPE 
No purchase necessary Contest is open to anyone except a 
employees of Wizard Press and their immediate fms. Print 

, your name, address, city, state, ZIP code, ara code and phane % 
umber on the supplied entry form, an mdex card, postcard or os { 
other piece of peper or flat thing Send cich entry 10 Anson 
Artwork Contest, c/o InQuest Specul Issue, BO Box 381, 
Congers, NY 10920-1381 No mechanical 2 \ 
reproductions will be accepted. All entries 
became the propery of Wissel hassandieee: ANSON ARTWORK SONTEST ENTRY FORM 
will be returned. All taxes (federal, state and 
Jocal, if any) will be the responsibility of the prize winners, No 
cash equivalent or substitute pres are offered, The prizes will 
be awarded m the names of the contest winners and are not 
transferable Offer void where prohibited, regulated or restrict- 
ed by law in a manner wiconsistent with the purpose and rules 
hereof All entries must he recerved at contest headquarters 
by May 1, 1995 Wizard Press is not responsible for lost, late, 
misdirected or mutilated entries Odds of winning will be deter 
mined by the number of valid entnes received prior to the clas- 
ing date of the contest The prize winners will be selected Ina —-a 
random drawing fom all properly completed entry forms UP Cole 
Tecewved at contest headquarters, The random drawing, will be 
conducted on May 4, 1995, by Wizard Press, For the names of = 
the winners, available after May 7, 1995, send a stamped, self % Phone Nomber 
addressed envelope to Anson Artwork Contest Winners, c/o. 
JnQuest Special Issue, PO. Box 381, Congers, NY 10920-1381, 





Dote of Binh 


Sent this baby te: Anson Artwork Contest, c/o vest Spec sue, PO, Box 381, Coagers, NY 10920-1381, Alene mus be recsve hy Bly 1, 1995, 
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again, maybe not Garfield's background 
in collegiate algebra and many months of 


NERS 
A B 0 U T play~testmg give Magic an edge few other 
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card games can boast 








TAL 
¢ R E “Actually, the hardest part was the mutal 
C 0 L C | B L E three months of thought,” says Garfield, 
whose faraway gaze hides one of the sharpest 
C A R D G A M E S munds in the business “] had to come up 
with a chassis for the gare which would 
handle my requirement that everyone should 
by Jeofrey Vita be able to play with any selection of cards 
and Jeff Gomez they liked from the available cards" 
But Garfield wasn't alone m designing 
You want to create a col- the set The ideas were his, but art came 
lectible, customizable from outside sources, such as 26-year-old 
card game that will be so Alaska native Anson Maddocks, who has 
addictive and so much earned accolades for his work on the series 
fun to play that customers ‘It's defitutely been a lot of fun” says é 
will be camping out in Maddocks, whose favorite piece thus far z 
front of their favorite 1s the Cyclopean Tomb “I pursued a career a 
stores Just to get the first in fine arts, but I never expected that 1t 5 
few cards? Jom the club = 
Since Richard Garfield and Wizards of 
the Coast hooked gajillions of innocent 
gamers on Magic The Gathering in 1993, 
the gaming market has been inundated with 
funny picture card games that bear more 
than just a passing resemblance to the org- 
tal Some are great games while others are 
nothing more than cheap knock-offs 
We'll play brain surgeon with the 
designers of Magic and some of its com- 
petitors to see what separates the champs 
from the cheese 
JAAGIC: THE GATHERING 
Wizards of the Coast g 
like Dr. Frankenstein's monster, Richard. : 
Garhield's Magic. The Gathering has grown | 2 
well beyond the control of xis creator And & 
with about one bilion Magic cards im print, ! ze 
Garfield's hairy beast shows no signs of S 
fading into fad hmbo i 
With that in mind, it’s hard to believe 
that Magic was the first game Garfield ever j 
had published, despite 15 years of design- g 
ing So was Magica fluke? Maybe, But then a 














TSR Inc 


would lead to this!” 

How does the process go? Card design~ 
ers come up with a name and that lst of 
names goes to the art director For Wizards, 
that's Jesper Myrfors Myrfors calls the 
artists, who pick the pieces they want to do 

"The visual interpretation of the name 
1s entirely up to the artist, so there’s a lot of 
variety," Maddocks says "I personally try 
to make things look as unusual as I can I 
stay away from what people expect and try 
to stretch their imagination " 

With so much room for interpretation, 
do artists ever encounter problems? "When 
I was given Urza's Mines, | thought I had 
a pretty good idea of what 1 would be draw- 
ing. So I painted four great-looking explo- 
sive mines. The next day, Jesper informs me 
that they're supposed to be mine shafts! 
Unfortunately, the deadtine was the next 
day | stayed up all that might and did up 
four new mines, plus Zorg’s Altar, which 
had to be redone because there was already 
a design for 1t My original Zorg’s Altar 1s 
now the Onulet" 


SPECLFIRE! MASTER THE MAGIC 
TSR 
Given the unparalleled success of Magic: 
The Gathering, could gaming mdustry giant 
TSR be far behind? Of course not. 

The fhmsier card stock and rehashed 
(though still cool) TSR artwork did tick off 
a lot of players at first, but more than a few 





have stuck around to 
enjoy a game that 
isn't half bad 

“We wanted a col- 
lectible card game 
that would sell well to 
our AD&D [Advanced 
Dungeon & Dragons] 
role-playing fans,” co- 
designer Jim Ward 
says “So we came up 
with Spelifire!” 

Loyal TSR fans have 
certainly not let Ward 
down Spelifire con- 
tinues to sell briskly, 
warranting several 
expansion sets based 
om various AD&D 
game worlds Players 
can now choose from 
the gothic horror of 
Ravenloft or the 
drama of Drag- 
omance, among other settings 

At an average of 16 minutes per game, 
players still find an unlimited number of 
ways to cut loose with "killer decks " In play- 
testing sessions, such decks sparked debate 
over the power of certain cards Eventually, 
designers were forced to scale down some 
overly potent cards to keep the game rea- 
sonably balanced But some players con- 
tinue to point out that an early lead can 
create a lopsided session Says Ward, “The 
game 1s constantly evolving We're still 
debugging, and we'll probably never stop!” 


STAR TREK: THE NEXT GENERATION 
CUSTOMIZABLE CARD GAME 
Decipher 

When game designers Tom Braunlich and 
Rollie Tesh pitched an idea for a card game 
based on 'Star Trek The Next Generation,” 
Decipher'’s president wasn't excited But he 
reluctantly gave the go-ahead, and the 
enterprising designers created an involved 
and umque card game that puts its players 
in the middle of their own episode of "Star 
Trek. The Next Generation “ 

Braunlich and Tesh turned to a variety 
of sources for the game The first was the 
show itself The designers watched every 
episode, extracting bits and pieces for inclu- 
sion in the game When the show wasn't 
quite enough, the pair enlisted the aid of 
“Trek” experts at Paramount as well as the 
"Star Trek Encyclopedia " Fellow game 





designer Darwin Bromley also helped 

Durimg play~testing, Braunlich and Tesh 
discovered that the game was developing a 
life of ts own So-called “killer decks” were 
popping up, only to be countered by even 
more powerful ones Seemingly innocuous 
cards, when used in conjunction with other 
cards, lormed formidable power plays 

‘In one game, an Away Team from the 
US.8. Yamato beamed down to Malcor Hl 
when, suddenly, a Borg ship appeared out 
of nowhere,” Tesh says “When all seemed 
hopeless, an unstable wormhole miracu- 
lously appeared just long enough to swal~- 
low the Borg ship—all in just two moves of 
the gamel” 

This game, the most different from 
Magic of those we played, tended to achieve 
its lofty goals And there were plenty of cool 
photos for us to admire as well 


SUPER DECK! 
Card Sharks Inc. 
Veteran game designer Marc Miller and 
Jum Hettinger didn't want to let the col- 
lectible trading card game concept pass 
them by So they conceived the notion of 
combining comic book superheroes with a 
card game 

"One major problem with catering to the 
comic book audience was that I was really 
concerned with what I was putting im front 
of the youth that would be playing,” Miller 
says "1 didnt want to put something dis- 
agreeable on a card Also, there was the 
question of forcing one player to play a vil- 
lain I solved that by designing the game 
so that two battles take place at once Each 
player plays a hero and a villain and both 
battles must be won to win the game” A 
pobteally correct rules system? Hrarn 

Naller explains that he wanted a game 
that was ‘quick to learn and easy to play ' 
The game itself 1s a “cascade of numbers ” 
Sounds kind of crunchy 


ILLUMINATES NEW WORLD ORDER 
Steve Jackson Games 
“INWO 1s a trading card game in which 
every weird thing you read in the tabloids 
is true, and there are secret conspiracies 
everywhere,” says designer Steve Jackson 
Each player represents a group of the Ilu- 
munati, the “secret masters" behind every- 
thing from the Kennedy assassination to 
the cancellation of Max Headroom 

The objective of the game? "To take over 
the world, of course,” says Jackson 
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INW0O1s the trading card version of a 
card game released 10 years ago Fans of 
the original UIuminat: can rest assured 
that many of the game's mechanics 
remain the same 

As off-the-wall situations are the norm 
in INWO, Jackson has no worries about 
being compared to Magic. "In fact,” he says, 
‘Richard Garfield and all of Wuards of the 
Coast were very supportive of our project 
He reviewed the game and even lent us 
some capital to have the cards printed The 
printers were a little confused when they 
found out that their paychecks were being 
cut by a competitor” 


ON THE EDGE 

Atlas Games 

"I don't know what gets into these guys’ 
heads!” says game designer Jonathan Tweet 
of his deck-dealing counterparts at rival 
companies "You need to have a system of 
checks and balances. You have to play-test 
a game like this half to death!” 

Tweet, who's something of a math head, 
has recently garnered accolades for his ele- 
gantly easy cult favorite On the Edge Based 
on hus weird, Willam Burroughs-esgue Over 
the Edge role-playing game, On the Edge 
plunges players into a surreal island set- 
ting where spies, psychics and youth gangs 
wie for power amidst layers of subterfuge 

"Some of these guys made mmcredible 
blunders,’ Tweet continues “I’m stunned 
at the stupid mustakes I've found in games 
lke Spelifire or Super Deck! It seems to be 
a case of too little, too fast.” 

Tweet and collaborator John Nephew 
sought to make the game flexible and blun- 
der-free by using the Internet and play- 
test groups around the country Character 
cards are played in ranks to reflect the lev- 
els of subterfuge portrayed m the RPG. Each 
family of cards has peculiar strengths and 
weaknesses On the Edge’s urugue cumu- 
jahive pomt system and its toughness vs 
influence teeter-totter struggle for victory 
indicate his success 

And how does Wizards of the Coast, 
Tweet’s newest employer, feel about his 
having a hit game—about 10 million cards 
have been shipped—for a rival company? 

"They have a certain noblesse oblige 
here,” laughs Tweet. Wizards of the Coast 
1g not your average company. It wants to 
help the dustry And besides, I wrote it 
before coming here, and I asked permussion. 
real rucely' Then he admits, "If Magic were 





not making gazillions of dollars, someone 
mught have grumbled ” 


MMAITY “THE CARD GAME 
Mayfair Games 
In 1990, Maxis Software released the aty- 
buuding SimCity computer game to ertti- 
cal acclaim, Can lightning strike twice? 
That's what game designers Darwin Brom- 
ley, Lou Rexing, Tom Wham and Peter 
Bromley are hoping for when Mayfair 
Games releases SimCity—The Card Game 
like the computer game, the objective 
in SimCity 1s to build a settlement into a 
metropolis Durmg the game, players must 
survive disasters and amass a fortune of 
$250. Various cards carry values of one 
“puck’ and higher Players take turns play- 
ing different cards to build their zones and 
their bank accounts Certain cards can give 
players bonuses that quickly change the 
pace of any game, Other factors, such as 
controlling the City Council, a new aspect 
of the game, can also change the game's 
pace Player greed is definitely a key fac- 
tor in this carnation of SimCity 
"Play-testing went pretty smoothly,” 
says Faith Price, Mayfair's manager of cor- 
porate communications, “although the first 
test lasted well over eight hours! Then 
there were the seemingly endless rewrites 
that we had to take care of ” Rewrites were 
necessary becatise unforeseeable, off-the- 
wall situations cropped up For example, 
during a test game, one crafty player threw 
down a "long card” that entitled her to 
compound her bonuses The wording on 
the card wasn't specific enough, and the 
player earned 72 bucks im one turn Need- 
less io say, that player won handily, and 
the card's been changed 


So what's the formula for card game suc- 
cess? Evidently, you have to define your audi- 
ence, develop your concept, delve into your 
resources, decide game objectives, design. 
game play and debug through play~testing 

and having a degree in combinator- 
lal mathematics couldn't hurt! 712 





Jeofrey Vitas 1s the assistant editor of 
Armada and assistant manager for Acclaim 
Comics. Jeff Gomez ig the Armada Ine edi- 
tor for Acclaim Comics They are co-plot- 
ting the Magic The Gathering—The Shadow 
Mage and Ice Age-A Magic The Gather- 
ing Miniseries corric books for Armada 
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Atlas Game’s 
E. On the Edge 


Steve Jachson 


Moyfair Gomes’ 
SimCity—The Card 
Gome 





Decipher’s 
Stor Trek: THG 


Cord Sharks Inc.'s 
Super Oeck! 








’ hifearny 

or the bone-shattering shoulder 

tittew? No problem. 
‘Play ULTIMATE COMBAT - ite 
only martial arts trading card 
gatne developed.and designed by 
devoted students of the fighting 
arts. You'll be using the awesome 


moves of kayate, judo, taekwondo, 












Collect over 250 visually stuité 
ating cards of this action-packed 
game From basic Foundation, 
Movement and white-belt ‘cards. - Dealers arid distributors, call 
To brown-belf, rare black-belt J-408-723-0703. 
and ultra-rare masters cards. ULTIMATE COMBAT Now 

ULTIMATE COMBAT offers an you can become the undefeated 
ever-expanding world of realistic master of the martial arts! 
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ROLE-PLAYING GAMES 


With the arrival of collectible card games, fantasyland just keeps getting bigger and bigger. 


} lspent the morning putting up 
shelves to hold the more than 
300 role-playing games, expan- 
sion sets and source books that 
§ have trickled into my house 
during the past year Trying to 
stay on top of the entire role- 
playing industry 1s getting to 
be hard work And you thought 
keeping up with the supple- 
ments for Magic The Gathering was tough! 

The recent explosion in role~playing 
games (RPGs) has many people assuming 
that the concept originated with Dungeons 
& Dragons But the roots of RPGs go back 
at least to the 18th century, when Euro- 
pean aristocrats amused themselves by 
pushing toy soldiers around tile floors 
to simulate military engagements 
Elements of RPGs also appeared in 
Prince Valiant, an obscure 1950s 
board game based on the comic 
strip, and in the theatrical pre- 
senitations of the Society for 
Creative Anachronism 1m the 
muid- to late 1960s 

The first recogruzable 
RPG was born in a Wis- 
consin basement im the 
early 1970s. Gary Gygax, 
an insurance man with 
a penchant for design- 


ing games, was putting some finishing 
touches on a tactical combat game of the 
Middle Ages called Chainmail—complete 
with kmghts, lances and castles As an 
afterthought, Gygax and co-conspirator 
Jeff Perren added a magic supplement 
that allowed knights to fling fireballs as 
well as smite each other with swords. The 
game was a flop, but the supernatural 
seeds had been planted 

In 1974 Gygax and Dave Arneson pub- 
lished the first version of Dungeons & Drag- 
ons, which combined the combat rules of 
Chammmail with the fantasy traditions pop- 
ularized by Lord of the Rings authorJ RR 
Tolkien The game didn't look like much—~ 
three miserable booklets with ambiguous 












Dungeons & Dragons (TSR): 
The first expansion tnod- 
ules are released shortly 

eafter the ground-breaking 
DED game. 


eeee lhe Dragon Magazine 
(TSR): First gaming 
magazine 








by Rick Swan 


rules and amateur-hour graphics But it 
introduced a set of mmmovatons that char- 
acterize RPGs to this day 

Participants assumed the roles of rmag- 
inary personalities (player characters) with 
traits and skills measured by numerical rat- 
ings, a warrior with a strength score of 15 
was more likely to smash open a door than 
a wizard with a strength of eight An umpar- 
hal referee (the Dungeon Master) described 
a scene ln an imaginary world, then the 
players announced how their characters 
reacted The referee tossed dice-including 
four-, six- and 12-sided varieties—to deter- 
mine the outcome Taken together, the 
scenes composed an improvised story that, 
im the hands of an experienced group, could 
be as memorable as a rich novel 


y 

D&D stunned the hobby world by sell- FA 
Ing a million copies during its first @ 
six years Gygax quit his = 
insurance job & 

In the wake of D&D, ® 

publishers knocked each # 

other down ina rush to ~ 

crank out their own RPGs 5 

In the past two decades, ¥ 
hundreds of RPGs covering ¥§ 

every conceivable genre Fy 

have popped up Want to 6 

play a Vietnam vet? Check & 
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Ruane@uest (Chao- 
sium): Introduces 

* © Glorantha, first fully 
developed fantasy 
world. 


Traveller (GDW): First 
serious science fiction 
RPG: 
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nether world? Take a look at 
Wraith Bugs Bunny? Try Toon 

Fans of the bizarre can find a 
host of games that defy categoriza- 
tion Teenagers From Outer Space stages 
extraterrestrial showdowns im shopping 
malls and fast-food jomts Macho Women 
With Guns serves up Amazonian duels with 
jaller rabbits and drunken frat boys and 
offers an expansion kit called Bat-Winged 
Bumbos From Hell. The tone of many mod- 
ern RPGs 1s grimmer, edgier, because play- 
ers raised on slasher films and Image 
Comics tend to dismiss the fairy tale 
arabiance of D&D as kid's stuff. The blood- 
splattered Vampire The Masquerade bears 
about as much resemblance to D&D as 
Deathblow does to Superman's pal Jimmy 
Olsen. 

Formats have changed along with sub- 
ject matter The tacky pamphlets of the 


Whatever world you choose, the possibilities are 
endless. You con even play on onimal activist... 


Chaosium): 
aepenaehesaMatate | 


horror game based 
n the stories of H.P 


ovecraft 


Advanced Dungeons & 
Dragons (TSR): An upgrade 
of D&D, ADED remains the 
hobby’s biggest seller and 
most popular game. 

















Lookin’ for 
larger-than-life adventures? 
Try onthing fram cartoons 

io the supernatural 


original D&D have been 
replaced by elaborate 
boxed sets packed with maps and posters 
The Horror on the Orient Express supple- 
ment for Call of Cthulhu includes luggage 
stickers and a cardboard voodoo doll, Bull- 
winkle and Rocky uses plastic hand pup- 
pets TSR, the publisher of D&D, has 
experimented with video tapes and com- 
pact discs featuring adventure clues and 
referee tips 
Complex rule books are as thick as phone 
cirectonies the Advanced Dungeons & Drag- 
ons rules take up more than 400 pages, and 
the two volumes of Aria—where players 
assume the roles of entire countries—con- 
tain a whopping 800 pages But endless 
chapters of dry rules have 
given way to texts with per~ 
sonality, RPG rules have 
actually become fun to 
read. 
The collectible card 
game is the latest incar- 
nation in the RPG 


1983 


© © Star Trek (FASA): Faithiul 
adaptation of the first 
“Trek” series, early RPG 
based on a licensed prop- 
erty 

Villains & Vigilantes (Fan- 
tasy Game Unlimited): 
First superhero RPG 
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dynasty 
Sure, card games 
lack Dungeon Masters, 12- 
sided dice and 10-pound rule 

books But consider the stmilarities In 
both types of games, players assume the 
role of someone else, the Magic player does- 
n't use a character sheet but he's still pre- 
tending to be a wizard Magic has life 
points, D&D has hit points, which are vir- 
tually identical The RuneQuest RPG intro~ 
duced a Magic-like spell-castmg system, 
where players accumulate points that enable 
them to manipulate supernatural effects 
Many card games come directly from RPGs 
the Over the Edge RPG gave birth to the On 
the Edge card game, while the Spelifire card 
game lifts ifs monsters and artifacts from 
Dark Sun, Dragonlance and other Advanced 
Dungeons & Dragons products 

The most notable similarity, however, 
is the domimance of the game world—an 
internally consistent, vividly rmagined envi- 
ronment that supports a strong narrative 

“We notice a lot of interest in the game 
world from talk on the Internet and 
the mail we recerve," says John 


ee LC Heroes (Mayiair): 
Sophisticated 
treatment of entire 
DC Universe. 


@e¢e Dragonlance (TSR): ADED vari~ 


ant allowed players to recre- 
ate scenes from simulaneously 
published novels 

Marvel Super Heroeg (TSR): 
Entry-level RPG featuring Spi- 
der-Man, the X-Men and the 
Fantastic Four. 
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Nephew, president of Atlas Games and co- 
creator of On the Edge "Both role-playing 
games and card games are based on the 
desire to tell stories They just use different 
approaches 

Role-players learn about their world 
through free-form adventures, card play- 
ers through text on the cards Both meth- 
ods encourage players to excavate their 
worlds a piece at a ime, an experience that 
can be maddeningly addictive Hard-core 
gamers gobble up scraps of mformation 
as fast as publishers dish them out And 
what s Nephew hearing over the Internet? 
“We wanit more!” 

Judging from last year’s Gen Con Game 
Fair, where thousands of D&D aficionados 
and Magic fanatics scrambled for floor 
Space in the Milwaukee Convention Center, 


€i. @eeee GURPS (stave jackaon Games): 


A Generic Universal Role Play- 
ing System for any genre, set- 
fing or character type 


1987": 


Star Wars (West End): 


Innovative adaptation e 


of the film trilogy. 
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role players and card players have quite a 
bit in common. “We find a lot of crossover 
between the role-playmg and card game 
markets,” Nephew says “Role players are 
among card games’ biggest fans “ The rela~ 
tonship 1s bound to grow, as RPG and card 
game designers continue to share worlds 
and borrow mechanics Nephew feels we've 
barely gotten our feet wet, umagining, for 
instance, an RPG that incorporates a card 
game to handle the spellcasting system 
“There are many interesting mixtures and 
permutations " A Magic RPG? Don't bet 
against it 

The intense interest m Domina, the 
multiverse in which Magic ati 
takes place, caught its 
publisher, Wizards of the 
Coast, by surprise They 
responded with five 
expansion sets, and 
more are planned 
They're finding ont 
what role~playing 
publishers have known 
for a long time, Game 
worlds, whether they 
come from cards or 
RPGs, are infinitely 
expandable and 
generate an insatiable 
appetite for detail from ded- 
icated players 

And you know what that means-i'm 
going to need more shelves a. 


Rick Swan, columnist for Dragon Maga- 
zine, has designed and edited nearly 50 
role-playing products 




























Vampire: The Masquerade (White Wolf): 

First entry in the go-for-the-throat Storyteller 
line, followed by Werewolf: The Apocalypse 
Amber (Phage Press): First diceless RPG. 


OF THE 
Magic: The Gathering 


(Wizards of the Coast): 
Card craze begins 
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AD&D variant using an 
Etec blemeleraabar-roi mb totes 
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the soutien herais OF Dewiiiua Prime lay a continental great 


kingdom- Far fron) the wir betweenLrza and Mishra, the lands «i 


Sarpadia piispeved Bul asthe clithate changed, resources dwindted 


and empires ahinitied  Hidemits n’w species arose in the forests and sas: 


| to 


rcing the Sarpadtans. ta fight for their very survival; Icatran towns 


mustered Phalanxes:to defend themselves from Orc Raiders and the 
_ ‘wsbegotten spawn of unventrolled black magic. Recruit these toughened 
warriors and vicious predators for your duels, But beware lest you fare no 
better than the 





You can depend on The Armory for one of the best 
supplies of Wizard of the Coast cards in the WORLD 





ARMORY SPONSORS 
C4 CITRUSHEIGHTS G.ATEWYGONIOS&GAMES 726-6775 
st COLTON ALLSTAR GAMES « HOBBIES: 625-9708 
, DIAMOND BAR ALL-STAR GAMES. 598-5098 
es EUREK\ ROH SOSSTIpGNE PENA 4s 4eB088 
fFULLERTOAY THAME ce O7i-5209 
CA GARDEN GROVE. SROORHURST HOBBIES 636-0580 
GA SANDIEGO GAMETOWNE 291-1866 
CA SAN MATEO GATORGAMES + 871-7529 
CA WESTCOVINA ALLSTAR GAMING CENTER 929-9662 
CD EDMONTON-ALBERTA ADVENTURE SUPPLY LID — 483~4263 
CO DENVER SONNIE BRAE HOBBIES 733-5879 
DE CLAYMONT — BETWEEN’BOOKS 788-2378 
DE FREDERICA FREDERICA HARDWARE 935-5219 
FL PELAUDERDALE COMIC&GAMINGEXCHANGE 742.0777 
FL JAGKSONVILLE XENO'S 777-8366 
FL LAKELAND — FANTASY FACTORY 646-4813 
FL LARGO GAMELOT BOOKS'& GAMES 595-1734 
FL MIAMI SUNSHINE SCIFI & GAMING CENTER 264-4250 
FL ORLANDO ENTERPRISE 1704; 896-1704 
GA COLUMBUS. RON TOWER 576-5226 
ID COEURD'ALENE THE BOOK WORM 765-0335 
IL CARBONDALE CASTLE PERILOUS 529-5317 
IL CHAMPAIGN BEAR FRODUCTIONS 855-4506 
IL MOUNE THE GAME EMPORIUM Te25577 
IL Mi.PROSPECT GAMES PLUS 577-2656 
IN FORTWAYNE WIZARDS KEEP 977-4336 
IN INDIANAPOLIS GAME PRESERVE __ 871-8130 
LA DENHAM SPRINGS WIZARD WARS 800-241-9277 
ME BATH ‘TOY SOLDIER 443-3771 
MA BOSTON COMPLEAT STRATEGIST 267-2454 
MA MALDEN EXCALIBUR HOBBIES 922-2939 
MDBELAIR STRATEGIC CASTLE 636-2400 
MD BALTIMORE ARMORY MUSEUMMILITARY HIST. 764-8100 
MD BALTIMORE CARD CONNECTION 800-227-3761 
MDFREDERICK BRAINSTORM COMICS 663-2039 
MD FREDRICK GAMING BEALM 662-1263 
MD WALDORF SMALLWOOD VIDEO CENTER 645-1981 
MN MINNEAPOLIS: PHOENIX'GAMES 823-4202 
MOST LOUIS HOBBY SHOP 351-4616 
MS MERIDAN PETE'S CARDS & COMICS 693-2245 
uy MISSOULA TREASURE CHEST 519-7992 
NC CHARLOTTE DRAGONS NEST, INC. 596-9465 
NG GOLSDBORO HOBBIE OUEST 778-0668 
NC GREENSBURO COSMIC CASTLE 851-8848 
NH KEENE TOY GRY 852.8151 
NJ GRANBURY THE GAMER'S REALM 426-9339 
NM FAIRLAWN = GAME MASTERLTD 796-7377 
NJ WALDWIOK BATTLE ROYAL GAMES 445-755 
Nd WILDWOOD VARIETY PLUS 722-4331 
WY ALBANY FANTACO ENT. INC 463-1400 
NY CHEEKTOWAGA THE DRAGON'S LAIR 677-0421 
ee COMPLEAT STRATEGIST #1 ‘800-295-4344 
NEWYORK COMPLEAT STRATEGIST 42 524272 
ny NEW YORK GOMP.. STRAT. #3 ROCK. CENTER © 285-7449 
PLATTSSURG. Aes PLANET 563-2046 
NY ROCHESTER - 437-2190 
NY YONKERS THE ORAGCN'S DEN 793-3630 
OH HENS BOOK CENTER 592-4885 
THE DROWSY. DRAGON BST-B594 
OH NEWARK — _GOMIC SHOP PLUS 3445871 
PA OF A, COMPLEAT STRATEGIST 
PA PHILADELPHIA GOMPLEAT. 583:2960 
iN GREEN DRAGON, 797-2052 
GAMES EXTRAORDINAIBE ‘sa3-4800 
cs RIVERBANK GA ‘SHO: ST4,0307 
™ SANANGELQ SPECIATIES 655-7692 
* SANANTONIO — SUN.COMICS 678-0553 
VA ALEXANDRIA EAGLE R EMPIRE GAMESHOP 360-5263 
VA DUBLIN EASTERN TREA : 67426779 
VA FALLS-CHURCH COMPLEAT STRATEGIST BQ2-2477 
WA MARASSAS COMIC WORLD 257-4922 
VA NORFOLK CAMPAIGN Hi sBCOS51 
VA STERLING WARGAMER'S HOBBYSHOP 80.6738 
VI BURLINGTON QUARTERSTAFF GAMES 863-3665 
We BEL 2 GIZMOS 462-1868 
ae BOOKWORLD 82-9422 
WA LYNWOOD FANTASIE RGMES & TOYS T1s2871 
WASEATTLE GARY'S GAMI B00. 3274292 
Se te aaa 
ARMORY OVERSEAS 


BR - RIG DE JANEIRO-ALFARRABISTA DO RID 22-222-1S05- 
‘SD-MONTREAL ARMORY CANADALAVENIEH INT (601) 34151561 
ES-MADRID ALFILJUEGOS S81-06-02 
FR-RARIS THEARMORY/L'OEUF CUBE Bar eaes 
FRE MANHEIM THE ARMORYIFANTGSY FORREST  ¥31.257¢ 
if “VERONA THEARMORY GIOGH: DEI GRANDE 0458000019 
SWE-VANERSBORG THEARMORY WIZARDS GAMES s2t-170%5 
UK-WEST MIDLANDS 9 GHAIS HARVEY GAMES 1922-28181 
UK ~WESTSUSSEX, HORBYGAMES LID 808-7abs88 


HELP WANTED 
The Armory is looking for qualified people 
to work in the sales office, warehouse, and'in 
product development. 
Fax your resume to 602-8140 ATT: Bill 


(800) NOW-GAME « (410) 602-8000 
. (410) 602-8140 Fax 
(a the U.K. 0602 - 854632 ¢ fax/ phone) 











DRAWN & QUARTERLY 


Due to the overwhelming demand for this special 
edition of In@uest, starting in April we’ve decided to 
continue bringing it to you on a quarterly basis. 


Starting in April, you'll have a chance to explore 
the gaming world and check up-to-the-minute 
prices four times a year. Each issue will be 
jam-packed with upcoming product news, 
articles on the people who bring you the games 
you love to play, and special contests like the 
premiere contest offering you the chance to win a 
COMPLETE SET OF MAGIC: THE GATHERING - 
every single card! 


Reserve your copy now with the special card 
included with this issue. 


Brought to you by the creative team at 


























Macic The GATHERING T# & © WIZARDS OF THE COASTING ALL RIGHTS RESERVED SOME IMASTRATIONS MAY ALSO PE FEOTECTED a¥ SEFARATE COPYPIGHIS 








HOW TO USE THIS PRICE GUIDE 


Repeot offer me The following ¢aQuesf game cord pice guide 's as accuiote ond up-to-date as we could make rt There’s gwen cord in these here United Stotes Remember, though, that oll volues listed me these pages are anly quides, pnces may 


some othe! stuff you should know, too vary depending upon the local avadobilty and popuionty of o cord 

The pnces listed ore for cards in Near Mint condrhion Nea Mint cords should be os glossy and colorful as they were on There ore several editions of Magic. The Gatherng The fist edition 1s actualy split up arta Apha ond Bete sets, both 
the doy they came out of their pockages. The focus should be gaod, and o very small pnnter’s matk is receptabla Basically, of whuch have block borders The Beta cords ome wentfiable by thea smoflet comet 1odu The next edition of Magic ws called 
Neor Mint cords ore wellpnnied ond virtually fiee of ony sgns of use the Unlimited edition, st, tke all subsequent pnntings of Magic. The Gathering, hos white borers Wizads of the Coast fol- 


The Magic price guide lists low ond Ingh prices, wanch atc yust thet the lowest and fighest pnces bang chaiged for o owed up with the Revised edition, which ismaved cords thot were too powerful o! confusing 


CARD RATINGS 

eoeee THE BEST These ote cords that should fit nicely into virtually every deck Creatures with a frve-star rofing are ee — POOR This categary includes mony common creatures and spells that are often passed aver 1n fovor of more 
usually game-breokers, they're the ones that yout opponents will pao! all of then resauices into eliminating powerful cards that have similat costing costs It olsa includes cards thot may seem powerful ot first glonce, 
Five-stor spells ore usually worth adding to o deck even if they are of the wrong color Cords such as City of but ore actually discarded more often thon ployed 


Bios, Cetesho! Prsm ond Mono Batteres con be used to ploduce the oppropnate color of mano 
. THE WORST There are thiee basic types of cards in this category The first ate thase thot con duplicate the 


ooo EXCELLENT These ove the cards thot go into winning decks They’te nat clways worth going out of you: way cbilites of onothei cord, but at a fighet cashing cost ot other demand on the caster the second includes 
fo accommodate, but if the color is nght, these cards should find a place in most decks saclls whose uses are very abscurz There may be an average cord combinotion thot includes these cards, but 
they are often tao difficult to execute 1n order to be worth your while Fenolly, thete aie cords thot seem fo be 
ee AVERAGE Far the mast port, these cards help iaund out o welktuned deck Many cords in this category com “fillers” they aften leave players wondenng if thee ws © gaad use for such cords Usually, there isn’t 
plement a vanety of othet cards thot may be in yaui deck. Which cords you use from hws category depend 
laigely on whot your deck concepts, and an whot four ond five-star cards your deck contains — INAPPLICABLE These coids ore bosic lonés You can’t win o gome playing aniy these cords, but yau con't win 


withaut ‘em, ether 





AC Artifoct Creature INS Instont 
| “ ART Artifcct INT Interrupt 
Fi / j FA Enchant Artifact LAN Land 
Saad fC Enchant Creature, SC Summon Creature 
bs } FE Enchant Enchantment SOR Sorcery 
fl Enghant Lond = { Common 
fN Enchantment © Y= Uncommon 
EW Enchant World R Rare 
Nate Kind Roly Rating Low Pnce High Pee = Nome Kind Rony Rating Low Pree High Pnce 
Mox Ruby ARI OR eoee 894500 = 7000 Chonne! SOR OU ove 300 600 
Mox Sopphire ATR esos 45.00 7000 Cockatnce SC R ecooe = 1200 1800 
Time Voult RIOR eee 4000 = 60.00 | Elst Archers 5C R od 1500 2500 
Force of Nature 5C R 2000 30.00 
BLACK Fungus 5C R 13.00 2000 
ero Hardes sc R eowe = BOO 25.00 ‘Gaee"s Liege 5C R 1500 = 2500 
rove Life SOR oC Lad 600 Bod {ce Storm sok OU B00 1100 
Gloom AN i] one 250 350 Nafuol Selectian INS OR B00 40.00 
Lich EN R eo 2500 = 4500 Regrawth SOR OU 200 300 
Lord of the Pit SC R ooo 1B 00 200 Thicket Bosifisk 5C U 400 600 
Nightmare sc R erooe 18.00 25.00 Timber Wolves SC R 1000 1500 
Royal Assassin SC R ese 1500 = 20.00 
Sinkhale SOR OC oe 400 750 | RED 
WilO the Wisp SC R ewes §6900)0— 12.50 Dwarven Geroltion SC U 700) = 1200 
Wout of Commond WS OR . 2300 = 4500 Earthquake SOR OR 10.00 1500 
Zombie Master St R se, 1000 12.50 False Orders IWS OC 400 600 
Fok INT R 1500 = 2200 
BLUE Gola King “¢ R 1100 1800 
Ancestral Recall INS OR eeoe 35.00 45.00 hendow Gres st iG 400 500 
Broingeyset sor OR ewe = 1000 1300 Mona Flore EN R 300 1500 
ne SC u ence 250 400 Giash Avfilery SC U 500 800 
Coniral Magic FC U come 750 350) | Giosh Onflomme NOU 600 = 1000 
Copy Actfact EN R ones BO 12.00 Raging Rivet EN R 2500 ©4800 
Counterspell INT U eee 400 5.00 Red Elemental Blast INT C 200 300 
ALPHA s Fi = Bees fi = 8 sg 
Ful Ahn Sat (295) $1,87500 $2,86000 | lnstiy et eee ke | 
i " i Lord of Afonts SC R Lead 1200 = 2000 Shnvant Brogan SC R 1500 = 2500 
Unlisted Alpho cords ore werth 3 to 4 mes equivalent Revised cords opal Hock it oR 8 to ‘a wie 4 Giont x i % an 5D a 
2 , E, Mahomoh Quins 5C R allot Fue 4 
We eerste Fate oe i Sit WSR 1860 | Wolf Stn ct 250 409 
Basalt Monolith | en 600 1000 Phontasrnal Forces SC U 400 Wheel of Fortune SOR OR 10.00 20.00 
Black Lotus ART Renee 8000 T0Q00 | feat Bt Ws ou ey 
Choos Ob ROR eevee 3500 5500 leight of Mind IT OR 1200 | WHITE 
Coppa Tablet OU aa $00 B00 Time Walk sok OR 55.00 Armogeddon SOR OR 11.00 20.00 
Cyciapzon Tomb mR eee 40.00 6500 Tumetwaster SOR OR 4500 Block Wand EC u 13 200 
Faxed ARR avers 45.00 70.00 | ‘le Ws 10.00 | Blaze of Glary INS OR 2300 40.00 
Gauntlet of Aight AOR ences 5000 80.00 Unsummean IWS 6C 100 Blue Word EC u 12 200 
Howling Mine ROR vee 10.00 1750 | Yesuvan Goppclgangcr SC R 1B00 | Gide of Protection Red EN C 50 rE} 
ley Manpulcto ATO owes 75.00 45.00 | Valearuc Eruption SOR OR 1500 | Conseciote Lond EL U 700 = 12.00 
Hsonoy Ak = ART. Rom 7000 35.00 | ey ae eeu a 
Jade Statue AT} ewes BOBO nda Mm OR IMO! ge 
Juggemaut AC t ae 4.00 5.00 Aspect of Walt EC R 1400 Decth Word NSC 50 100 
Hac Emerald ROR cones 45.00 7000 Berserk INSU 1700 Siser Word EC U 1B 200 
Hox let ART R eseee 45.00 7000 Buds of Paradise SC R 2400 (sland Sonichoory EN R eo 1500 2500 
Han Pot MOR cores, egg 7000. F Comoufage Ns 1000 | korn WU eee 400500 





INQUEST. 29 








— Kind Ronty Ratio Low Price High Pace | 
Norther Poladin 5C 


R eooe = 1400-000 
Personal Incarnoton «= SC_ sR tad 12.00 2000 
Red Word FC U sone 1B 200 
Reverse Oomage WS OR cones 1000 = 1500 
Righteousness NS OR ere =610.00 = 1500 
Savannah Lions aC R oe loo = 1500 
Sera Angel SC U eeses 1000 1500 
Veteran Bodyguard sc R eos = 1700)=— 1200 
White Knight SE U Dated 400 600 
White Word EC U a0 125 150 
Weoth of Gad ING OR oom 1100 18.00 


F 2 You my give one 
cereavute the ability to 
@ band unnl end of tam 








Full Beta Set (302) $1,35000 $2,125 00 
Full Unlimited Set (302) 1,125.00 1,775 00 
Paces oie for Beta cords Untisted Beta cords ove worth 210 2.5 times 
equivalent Revised cords 

Uniimited cords ore worth 8 mes equivalent Beta cards 

Nome Kind Ronty Rating Low Pcs High Pree 
ARTIFACTS 

Basalt Monolitt: Al OU ” 150 250 
Block Lotus AT OR eeooe 7000 = 90.00 
Black Vise RT OU ooee 100 1.50 
Celestial Pasm ATO eevee =] (10) 250 
Chaos Orb RD R woes 3000S #500 
Clockwork Beast a OR eo 600 B00 
Copper Tablat RD OU oe 200 300 
Crystal Rod AT OU Sad 100 200 
‘Cydapeaa Tomb AT OR ooo = 7000 3S 4000 
Drngus Eag ARL OR oo 400 600 
Fouefield ROR eeowe 3500 = 60:00 
Gountlet of Might ATOR score 61000 = 70-00 
Helm of Chatzuk ARR cess 500 70 
Howling Mine ART OR even 500 800 
{cy Mampulator AT OU ecome §7000 = 40.00 
{lustonary Mask ARL OR see 2000-3000 
ron Stor AOU hed 1.00 300 
Wory Cup AYO oo 100 2.000 
Jode Statue RO oon 500 = 1500 
Joyerdae lame ARR ooen 5.00 700 
Komnus Bell AT OR ” 500 800 
Libcory af Leng aR OU eee 200 400 
Mona Vault ART OR . 400 600 
Max Emerald ARR coor 4000 © 6000 
Mox let AR] Rg ecrom 4000 60.00 
Mox Peal RT OR sosee 84000 = 60.00 
‘Max Ruby ARL OR coors 4000 = 6000 
Mox Sapphite ATOR core 84000 = 60.00 
Nevnytial’s Disk ADR enon 500 700 
Sol Ring ART OU oon 400 B00 
Soul Net ARO se 100 200 
Throne of Bone ALOU ove 100 150) 
Time Vault ATOR coor §=6 3000» 4000 
Winter Orb AT OR ae 400 700 
Wooden Sphere ROU os 100 200 
BLACK 

Animate Deod EC U oon 14 200 
Bod Moon IN R oe 1000 = 15.00 
Cursed Land EL U oo 16 200 
Oark Ritual INTC aeons pay 50 
Ooskpuct SOR OR eees: 400 60 
Deathgap NU w= 150 300 
Demonic Hordes St Rg enon 600 B00 
Demonic Tutor 5OR OU ecewe 7.00 300 
Evi Presence =A oU oe 125 150 
Feat EC C oven 25 50 
Gloon iN u oven i100 200 
didi IN R ” M00 ©4000 
ord of the Fit SC R aco 1200 = 18.00 
Nether Shadow sc R aoe 500 700 


Nome 
Nettling Imp 
Porolyze 
Pestilence 
Plague Rots 
Rose Decd 


Ice 
Sevenging Ghau! 
Sengu Yompre 
Simulacrum 
Sinkltote 
Tera 
Warp Aritfact 
Weakness 
Word of Commond 


BLUE 
Ancestral Recall 
Anmate Arifoct 
Bromgeyser 
ane 

Control Magic 
Copy Antfoct 
Creofure Band 
Onnin Power 
Feedback 
Invsibrlty 
Phontasmol Terrain 
Pirate Ship 
Powa Leck 
Powel Sink 
Psonic Blast 
Psychic Venom 
Sea Sempent 
Suen’s Coll 
Sleight of Mind 
Spell Blast 
Stasis 

Time Wak 
Timetwister 
Twaddle 
Unsummon 
Vesuvon Ooppelganget 
Volcan Eruption 
Woll of Water 


GREEN 
Bessesk 
Binds of Poradise 


Fag 

Force of Nature 
Fungusau 
Gaeo’s Liege 
le ae 

instil Energy 
Kudzu 


Ley Orad 
Lfeforce 

Ling Arifoct 
Living Lands 
Uonowar Elves 
Noiural Selection 
Regiowiht 
Wandedust 
Wild Growth 


RED 
Disintegiate 

Dragan Whelp 
Oworven Demabtton 
Dwarven Womois 
Eorthbind 


Goblin Balloon Bngede 
Gobfin King 
Giomite Gargoyle 
Irondaw Ores 
Keldon Warlord 
Mona Flore 
‘Manebotbs 
rash Acilery 
Gheish Orfhereme 
Power Surge 
Roging River 
Rack Hydro. 
Sedge Trall 
Stone Giant 
Tunne) 
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SAKE OO RR CONRAN Oe zoe Rew 
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Rating Low Pree 
eoewe 1 00 




















Nome Kind Ronty —-Rafing Low Price High Price 
TwotHeaded Giont Se corm 3000 © 45.00 
Woll of Fire OU wo 100 150 
Wheel of Fortune SOR OR wee 6.00 800 
WHITE 

Bolonce SOR OR 500 B00 
Bioze of Glory INS OR 00 3500 
Blessing i R 500 750 
Castle iN U 100 200 
Consecrate Land EL U 500 10.00 
Conversion AN U 100 200 
Dsenchont Wot B 50 
Formstead A R 400 600 
Holy Arar ig we 5 50 
Korma AOU 1.00 200 
Personal Incamohon = 5C R 700 200 
Resurechan SOR oO 100 150 
Serra Angel st U 700 1200 
Swords 'o lawshores INSU 100 100 
Veteran Bodyguard 5c R 700 = 10000 
Wiath al God INS OR 700 1000 
LANDS 

Bodlonds UN OR ones 600 3.00 
Bayou LAN OR euce 600 900 
Plateau UN OR eooe 1000 15.00 
Savannah INR oon 600 900 
Soubland LAN R oone 600 900 
Toga UN OR cove 600 900 
Tropical istand LAN OR cone 600 900 
Jundia UN OR cone 400 900 
Underground 5ea UN R oon 600 900 
Volcan Island UN OR eee 600 900 


REVISED EDITION 





Full Set (302) $485.00 $725.00 
Nome Kind — Ronty Rating Low Price High Pree 
ARTIFACTS 

Atoddin’s Lomp ATR oe 300 400 
Aboddin’s Ring ART OR Cd 3.00 400 
Ankh of dfshto ARL OR oe 200 300 
Ammageddon Clock ARL OR oo 200 300 
Basalt Monalith RDU oo 50 100 
Black Vise RTO oven 100 200 
Batile of Sulerman ATOR oe 200 300 
Bross Mon AC U oe 50 100 
Celestial Prism ATU seco 50 100 
Carkwork Beast AC OR oon 300 450 
Conservator ATO see 50 100 
Crystal Bod AO oe 50 100 
Qonang Sumter AC R coe 20 300 
Oingus Egg ARL OR oe 200 300 
Osruphng Scepter ATR ooo 200 300 
Syoyan Engine AC R ” 200 300 
Ebony Horse ROR Q 300 $00 
Flying Corpet ALOR one 200 300 
Glasses of threo RIOU ooo 50 100 
Helm of Ghaizuk AT OR cove 300 400 
Hive, The ARR aes, 300 500 
Howling tine fl OR cone 400 600 
hon Sim RIO OU oo 50 100 
Wary Cup ARO oe 50 100 
Wory Tower ATOR sores = 3.00 400 
Jade Honaith ATR ee 200 400 
Jandor’s Ring ARR 200 3.00 
Jonvdos’s Soddlebags «= ART. aR oon 200 300 
Joyerdoe Tame ALOR cece 200 300 
Juggemout aC U one 100 200 
Kormus Bel ART OR = 300 500 
Library of Leng Att aoe 15 125 
Lving Wall AC U oonn 50 100 



























Name find Rome find Rarity Nome Kind Ranily 
‘Mono Yoult ART Copy Arbfoct EN R Thicket Boslisk Se OU 
Meekstone ART Counterspell iNT OU Timber Wolves a R 
Milsione ART Cresture Bond EC C Titania's Song EN R 
‘Misheo’s Wor Machine AC Oroin Power SOR OR Tronquilty SOR C 
Novinyrral’s sk ART Energy Flux EN U Tsunorei SOR OU 
Obsianvs Galen AC Feedbock f& U Verduran fnchonttess «= SCR 
Onuket AC Flight Kt Wall of Brarablos ec ou 
Oinithopter AC Hurkyl’s Recall INS OR Wall of Ice 5C UT 
Piurnal Clay AC ‘slond Fish Josconus = 5C R Wl of Wood 5C ig 
Rack, The ART dump NS Of Worderlust i u 
Rocket Lounctiet ART {ufetap fh U War Mommoth Set 
Rod of Run ART Lord of Atlant SC OR fol eR 
Sal Ring ART Mogical Hock IT OR Wild Growth A C 
Soul Net ART Mchomoti Gian SC R 
Sunglasses of Urea ART Mono Short INS OR RED 
Tivone of Bone ART Mestolk of the Tndent §=SC Mog Sea iC 
Winter Orh ART Phontosmoal Fores x U Burrowing EC C 
Wooden Sphere ARI Plantasmal Terrain A C Ghoostacs IT OR 
Phontom Monster 5C U Disintegrate SOR 
Pirofe Ship 5C R Dragon Whelp sc u 
Power Leak FE C Dworven Worors Sf 
Power Sink wT ot Dwarven Weoponsmitis SC U 
Prodigal Sorcerer SC C Earth Elemental SC U 
Psyefuc Yenom EL is Eorthbind ACO 
Recunstructan sok Earthquake SOR OR 
Seo Sement Na ¢ Fire Elemental 5C U 
Serendity Fret sc OR Fieboll SOR Of 
Siren’s Call NS OU Firebreatting ig C 
Sleight of Mind INT R Elostrfires 5OR 
Spell Blast Wy oC Fork IT OR 
Stasis EN R Goblin Batcon ingade = 5C u 
Steal Amfact A U Goblin King eo 
Thoughtlace INT OR Gronfte Gargoyle 5C R 
Unstable Mutation fC Lg Gray Ogre SC C 
Unsummon NMS Hill Giont ae C 
BLACK Yesuvan Ooppelgonger 5C = R Hurloon Mmotout Se aC 
Arumate Osod ke OU ooee 50 100°} Volconic Etupton SOR OR Kelton Warlord se ou 
Bad Moon NOR ooo 400 500 | Wall of Ai ee | Kd Ape Sot 
Black Knight co oven I 200 | Woll of Woter “sou Lightning Batt Np OC 
Bog Wrarth 5C u ooo Ey 100 Wofer Elemental ce U ‘Magnetic Mauntmy EN R 
Contoct fom Below = SOR oe 200 300 Mano Elare IN R 
Gursed Lond fl U eee 40 100 a ‘Manolzorbs IN R 
Dark Bul NOC wore 5 50 joe Qjnn BCR 
Gorkpact SOR OR owe 200 250 Mons’ Gobln Rowers SC C 
Qeathgnp AN U ees 50 1.00 hash Artilery SC U 
Oeathlace INT OR ooo 200 200 Otash Onflamma OU 
Oenontc Attorney SOR OR 200 300 Power Suige EN R 
Gemonic Hordes Se Ok 500 700 Red Elemental Blast = INTC 
monic Tutat SOR eves 100 200 Rac of Kher Ridges 5C R 
Drown Life sor oe 10 20 Rock Hydro 5C R 
Drudge Skeletons SC C cove 10 20 Sedge Tioll 4C R 
ELHoyo, SC R ooo 300 500 Shottes NS OC 
Fig Rotders SC a - 10 20 Shatterstorm SOR ou 
Eul Presence a U eee 50 100 Shion Orogon SC R 
Fear EC C: sees 10 20 Smoke EN R 
Erozen Shade SC C ecw 10 20 Stone Grunt 4c u 
Gloom EN U sone 100 200 Stan Roan SOR 
Howl irom Beyond INS eves 10 20 Tunnel sok oU 
Hypnohic Spectre s U ooee 1.00 200 | Aspect of Wolf C R Uthder Tiatl SC U 
Lord of the Pit sc ooo 500 BOO | Bmis of Poredise sc Woll of Ere sou 
Mind Toast SOR OR eves 400 500 Gronnel SOR Oo Woll of Stone SC u 
Nether Shadow aOR see 200 300} Cockainces SG k Wheel of Fortune SOR OR 
Nettling Imp SC U sevee 50 100 Gow Worm & C 
Nightmare 5C R eocce §6600) = 1000 Cumble Inu WHITE 
Porolyze ia ¢ eee 1 20 eset Twester SOR OU Anwnate Woll EC R bad 200 300 
Pestifence EN c coves 10 yt) Elsh Archers 5C R Armageddon 5OR OR evere = 5.00 600 
Plague Rats aC C ee: B 50 Fostiond IN R Balance SOR OR overs 3.00 400 
Rorse Deod SOR OC ooo 10 20 Eog wm OC Benalsh Hero <6 Cc ove 10 20 
Royal Assassu SC R ooore = 700) 10:00 Force of Natuie SC R Black Ward FC U oowe 50 100 
Sacifice INT OU . 50 100 Eungusour 5C R Blessing x R oven 300 400 
Scathe Zombies ¢ C a 10 20 Goen’s Lege SC R Blue Waid EC U ooo 50 25 
Scavenging Ghoul SC U 50 100 | Giont Growth INS Costle EN U see 5 150 
Sengu Yampue SC U 100 200 | Giont Spider Sc IG Circle of Protection Black EN it eves 10 20 
Simulocum INS OU 50 100 Gnzzly Beors SC iG Cie of Protectan Blue EN Cc see 10 20 
Sorceress Queen sc R 300 500 | Humane sort Girde of Protechon Green ENC anes alt) 20 
ferro NSO 10 20 Instll Energy EC U Coele of Protechon Red EN C eee 10 20 
Unholy Strength FC C 10 20 hronroat Tieefalk Sse C Cade of Protection White EN C 10 nN 
Wall ol Bone 5C U 50 100 Kudzu EL R Conversion EN U 100 150 
Warp Artfact FA g 200 400 Ley Drud 5C U Cusnde AN R 400 500 
Weakness C C 10 20 Lifeforce EN U Deoth Word NSC 10 10 
WilLO’The-Wisp sc R 400 6.00 Ufeloce WT OR Oseachont NS Of 1 20 
Zombie Master « R 400 600 Civing Astifact EA R | Eye for on Eye: NS OR 300 400 
Liang Lands iN R Forstead HL R 200 400 
BLUE Uonowar Elves ir 5 Green Word ck JU 50 100 
Arr Elemental SC U 50 100 | le K U Guordtan Ange! INS 10 a) 
Animate Arifact A U 50 100 | Regeneration lig C Healing Salve NS OC 10 10 
Blue Elemental Blast = NT 10 20 Regrowth 50k Holy Armor & C 10 10 
Braingeyser SOR OR 500 600 Scryh Sprites SC C Holy Strength K Cc 10 10 
Clone SG 700 200) Shonadin Oryads sce Islord Soncuary NOR 300 400 
Contral Magu EC HT] 100 200 Stream of Lite soR Of Karma EN U 100 200 














Lonce 

Meso Pegosus 
Northem Paladia 
Pearled Unicom 
Peisonal [nearnafion 
Purelace 

Red Waid 
Resurrection 
Revuse Damage 
Revarse Polanty 
Rightegusness 
Somile Healer 
Savannah Lions 
Sera Angel 

Swords to Plawshates 
Veteran Bodyguard 
Wall of Swards 
Whete Knight 
White Word 

Wrath of Gad 


LANDS 
Badlands 
Boyou 
Forest 
Island 
Mountain 
Plains 
Plateau 
Suvonnuh 
Scublend 
Swamp 


Toga 

Tropical Istend 
Tundra 
Underground Sea 
Voleonic island 


an alrahiag érestry 
‘aftor Wt docts ite donune 








Rating Low Pace 


High Price 





ARABIAN NIGHTS **~” 
$56000 $72500 


Full Set (77) 


Name 
ARTIFACTS 
Aloddin’s Lamp 
Aloddia’s Ring 
Bottle of Suleiman 
Bross Man 

Cty ina Bottle 
Ooneng Scuntar 
Ebony Horse 

Alying Carpet 
Jandar’s Ring 
Jondar’s Soddlebags 
Jeweled Bird 


Sondols of Abdallah 


BLACK 
Coumboyn Witches 
EFHajo) 

Erg Raiders 
Guardian Beast 
Hoston Ogres 
Junun Efreet 
Juzam Ofna 
Khobo! Ghow! 
Oublette 
Sorceress Queen 
Stone Throwing Oevils 


BLUE 
Ogndan 


pe ati, 


SC 


Ranty 


ee ae 


Rm AO 


321N@ UEST 





Rating Low Price 


euce 600 
ooo 600 
or 600 
3.00 

1200 

5.00 

















High Price 








Nome Kind Ranty Rating Low Price High Pree 
Eishliver Oil Ee 4G 100 200 
Flying fan sc C 200 300 
Gront lortase 5C C oo 100 200 
‘slond Fish Josconms SC R oe 600 800 
Merchant Ship se ik “- 800 = 1200 
Old Man of the Sea sc R eoors §1200 = 2000 
Serendib Djinn sc R ” 1000) = 1400 
Seiondib Eiveet x R “ 1000 = 20.00 
Sinbad SC R . 1000 1500 
Unstable Mutchan EC C oe 50 100 
GREEN 

Cyclone AN R ee 400 600 
Onsert Twnstat SOR OU cove 600 £00 
Drop of Haney Nm OR oe = 7000 = 3000 
Ethoam Opnn Sc R 300 = 15.00 
Ghazbon Ogre  s 100-200 
lftvbuff Efteet sc R 900 1500 
Metomorphass SOR OC 200 300 
Nols Asp sc ¢ 200 300 
Sandstorm INS C 200 300 
‘Singing Thee SC R 2000 ©3000 
Wylull Walt sc oC 400 600 
RED 

Aladdin SR ewe = 2000 = 30.00 
Al, Bobo sc R ed 10.00 1500 
Al fram Coaro St R 3000 = 4500 
Brrd Marden sC C ” 15 100 
Desert Nomads st € « 200 300 
Hurt Jackal SC Cc eee 300 400 
Kird Ape SC C eee 100 200 
Magnehe Maunttin sc R soo 500 700 
Moe Ojinn SC R “oo 600 000 
Rukh Egg SC ¢ acors 400 600 
Ydwen Efreet sc R ud] 600) = 1500 
WHITE 

Abu Jafar SC R ore = 1200) 20.00 
Anmy of Allah INS sere 100 200 
Comel sc C . 100 200 
ie for an Eye INS oR anne 600 = 1000 
hod IN R sooo = 7000 = 3000 
King Suleman SC R . 800 1500 
Moonsh Cavalry SC C owe 200 300 
Prely INS - 100 200 
Regentant Blacksmith SC R on 800) = 1200 
Shohaiazod SOR OR . 700 1000 
Wor Elephant SC C ane 200 300 
LANDS 

Bazoai of Baghdad UN OR . 600 = 10.00 
‘City of Bross LN OR core §61000 = 2000 
Oesert UNC oe 200 300 
Glomond Yolley UN OR ewes 7500 = 2500 
Elephaot Groveyaid tAN OR owe 1500 = 2500 
Bland of Wak-ok UN OR woos 1500 = 2500 
Libvary of Alexondna «= LAN eR aeooe §1000 = 2000 
Oasis IN OR on 600 = 1000 
ees | 


ia 
fee ie 





ANTIQUITIES = 


Fall Set (B5) $39500 $485 00 
Name Kind = Ronty —Reting Low Pace High Pace 
ARTIFACTS 

Amulet of Kroag AT OC “ 50 100 
Armageddan Clack RO oo 500 600 
Ashnad’s Altar AR OU ud] 500 600 
Ashnad's Bottle Gear = ART. =U oo 300 400 
Ashnod’s Iransmagrant ART =) ooo 400 500 
Battenng Rom aC C 50 rE 
Bronze lnbiet ATOR . 00) 1400 
Convdelobra of Townes «ART aeoe §1000 = 15.00 





Noma Kind 
Coy Stotue AC 
Clackwoik Aven AC 
Colossus af Sardia AC 
Coral Helm ART 
Cursed Rack 4] 
Qiogan Engine AC 
Eelion’s Cane ART 


Galgathisn Sylax ART 
Gropeshot Catapult AC 


Ivory Tower ARI 
Jolum Tome AR] 
Mightstone ART 
Millstone ART 


Mishro’s War Macune AC 
Obelisk af Undaing ARI 


Onulet AC 
Omithopter AC 
Primal Coy AC 
Rack, The ART 
Rakolite ART 
Racket Launcher ART 
Shopestufter AC 
Sta'f of Zegon ART 
Suh AC 
Tablet af Epityr ARI 
Townas’s Coffin ART 
Townos’s Wand ART 
Townns’s Weaponry = ART 
Tehrovus AC 
Tnskelion AC 
Urza's Avenger AC 
Urzo’s Chafice ARI 
Urzo’s Miter ART 
Wall of Spears K 
Weakstone AR] 
Yatian Soldtet AC 
BLACK 

Aviifoct Possession A 
Gate fo Phyiexia EN 
Hounftng Wind EN 


Phyrextan Grembns sc 
Phest of Yawgmath SC 
Xeaic Poltergeist SC 
Yowgmath Oman SC 


BLUE 

Drofna’s Restorcon «= SOR 
Energy Flue EN 
Hurkyl s Recoll INS 
Power Artifact A 
Reconstruction SOR 


Sage of LatNom st 
Tronsmute Arhfoct SOR 


GREEN 

Aigothion Piaes St 
Asgathian Tieefalk SC 
Gtonul Oraxd SC 
Crumble INS 
Gooa’s Avenger SC 
Powerlaach AN 
Ttonia’s Song EW 
RED 

Ariat Blast INT 
Atog s 
Oetanate SOR 
Dworven Weaponsmiths SC 
Goblin Arfsans cg 
Otaish Mectamies SC 
Shatterstomn SOR 
WHITE 


Asgivian Arcigcalagst = SC 
Argon Blacksmith SC 


Acifoct Word iia 

Cirde Protectan Artfact EN 

Oomping Field EN 

Marlyts af Karls SC 

Reverss Palauty INS 
LANDS 


Mishra’s Eoctory land 
Mishra’s Warkshop Lond 


Stnp Mine Lond 
Urza's Mine Lond 
Urza's Powe Plast lond 
Urzo's Tower Lond 


= 


ASS ROR RASS BOS N wCCeCEO ee REO ROO ACRE RAN 


ROSeeean eScmnana| eancwmen reascen 
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Name Kind —Rowty Rang Low Price High Price | Name Kind = Ronty = Rafing Low Pnee High Price 























Walking Deod SC C ecco 5 hy Rosputn Dreamweaver 5C R ee 1200 = 18.00 
Wall of Putnd Elesh SC U cd 300 400 Riven Turbull SC U ee 500 5.00 
Wall of Shadows se oe 50 50 | Rohgohh of Kher Kesp SCR oon 1500 2000 
Wal of Tambstanes SC U ° 600 = 10 00 Robinia Soulsinger 5C R verse 2000 = 2500 
Wretched, The SC R ose B00 = 3500 Su Shondlar of Eberyn = SC U - 400 600 
Suit Scarzam sc U ee 400 600 
BLUE Sol’konat Swamp King SC R coves = 7000 = 2500 
Aad Rain SOR OR oe 1200 = ©2000 Stangg 5C R coe = 1500 §8=—- 20.00 
Ant-Mogie Aura EC G enne oh 100 | Sunostan Falcone: SC U cad 400 600 
Azue Drake sc U ono 300 AQQ | Tetsuo Umezowo sc R cows 1500 = 2000 
Bockhre EC U Lad 300 400) | Tobias Andon 5C U 300 500 
Boomerang INS oC wooo 50 5 To Wouk) sc U 500 600 
Bone Hog SC U . 300 AQ0 | Torsten Yor Uisus SC U 300 400 
Devounng Deep 5C C oo 50 75 | Tuk Deathlack 5C R 1500 2000 
= Dieant Coot EC U 400 Urrage SC R 1200 = 1800 
LEGENDS fm Elda Spawn Staak 1300 | oes Asad SCOR B00 35.00 
eos 
Full Set (310) $2100 00 $3,100 00 ame ‘Atocation ony f a Yira Anen 5C R 1200 = 1800 
Name Kind —-Ronity —-Rafing Low Pace High Pace pe Cas i i is i 
ARTIBACTS Flash Flaad NSC 15 
Atabato’s Carpet ATOR 1200 = 20-00 Fare Soke TOC aa 
Aho’ Tomb ATOR 1209 2000 | Greens ram t 5 
Mena ofthe Ancents = ART. aR 1008 1500 | Git oF Dduson Ws oC % 
Bick Mana Boney §— ART. $00 1000 | inftctyeatCheos = «BNO 15.00 
Slue Mono Battery = ART 600 1000 | invoke Prewdice HOR 1500 
Bionze Hse ACR 1009 1600 | feta sor OR 7800 
Fovethought Amulet = ART 12001800 | dtmibiom «= 2000 
Gaunilts of Choos. «ART. 1200 18.00 | smo Gon moO 300 
Gwen Mona Botciy §— ART. U 600 1000 | por wotr soe 500 
Ham of Oeafening ATR 1200-1800 Psonic Entity OR 500 
Knowledge Vault 7 OR 1000 = 1600 | Peycc Puge Sort B 
Kry Shield aU 200-300 |p ectMacer tO 500 
Le Chisel aU 200200 | per SOR OR 500 
Life Matrix ATOR 1200 2000 | pie Bnd a Oo 400 | GREEN 
Mona Mose. aT OR 1200 = 2000 we Asling tepischaun Sie G oo ri) K 
Marble Prost AC y 200 300 Remove Sou’ WC is i te 
i a na eR cae Cet Reset NT OU 400 | Arona wo eee 300 400 
fie ese ae Toc) 3000 | Reetenton INS OR 2000 | Avovd Fate Net . 5 iB 
po Wr iio. gap | atkins Blessing «NSU 400 | Barbary Apes x ¢ iy 5 
Pea: RY OR Tro0 2009 | Seaman leworion = SC 400 | CotWomas x ¢ ‘0 5 
eine ie eh i io 1000 | siiqutie INSU 400 | Cacoan ce ou 300400 
HF ; no Battery ar i it a Spectral Clock ie OU 600 | Concordont Crossioods EWR 1200 = 18.00 
he ic abs a ip te fae tO Telekinesis INS OR 1500 | Cow Giont cou 600 800 
Sa i arf 200 2000 Fiona WS OR 1800 | Dandall WU ow 300 400 
za Were Top hoy fle Hlamenta SCOR 20.00 | Durkwood Sours xf see) 50 15 
5 all ee oF eT Mio WOU 400 | Elven Riders OR ee = 1500 20.00 
ae a BAIS TR 900 1509 | Yenovon Gold Fe C 750 | Emerald Draganfly sc C Q ‘0 15 
ossic fe) Mm ay eh Wall of Vopar °C 50 | Eureka SOR OR eos §— 1800 = 25.00 
Yondeo Ba AT OR 0) Wall of Wander aU 400 | fire Saces SOE ee 8 
White Mana Botley ART UF 600 1000 | jean Flen “oC 50 | Hora! Spazrem x 1 300 400 
BLACK at ii t is ie 
= GOLD af Rencnaton «INS = ub 
Hace a oop af bb | Adunokansheld = SC 20.00 | HametCobm eC 4S 
Al ae o - ite Terie) Angus Mackenzie s R 1500 | Ichneuman Onwid Sl . 400 500 
ql i law's Eve EE i ap aa Arcades Sobboth c OR 3000 | Killet Sees scoR coors 1000 = 25.00 
pela eR 1500 2500 | Siete Summon SCR 20.00 | Lving Plone fy OR eee 1200 20.00 
ae a Wet vioak At Ayesha Tanaka sc oR 1800 | Master of the Hunt sc ER coors § 1800 = 25.00 
f {9 ‘i PE VOIES, COR 1500 1800 Baktooth Wobead = SC OU 600 | Moss Monstes tC a 50 B 
peat ae 50 nop | ott Rone sc OR 7000 | Pine Queer xR ce 1200 2000 
ee. tummy ik 20 Bons Oevilbeon cc OR 20.00 | Pradesh Gypsies Soy well o 300 400 
arkness Nt C ai 400} Choma See 35.00 | Robi Wombat sou coe: 600 800 
ProKat et Si) 700 | Dokkon Blt «= SCR 2500 | Redon Spt SC Use 3004.00 
ae bore et So | cbrel daa oR 20.00 | Rebuth SoR OR . 1200 18.00 
len th 1% C 50 "35 Gosia Ouk 5c Rg 1800 Reincotnotion WS OU oo 300 400 
4 ae ‘ ie Domne f a a wendy Dl Cora sR 1800 | Revelaton wR bad 900 = 16.00 
Gi of SC so 1.00 | tiahdone at 1800 | wt nO 
Hie loom Ly ; a aD Hozezon Tamar sc R 2000 | Shelkin Siawrie sc C . rE} 75 
ae ie Dc 7 oO Hunding Gjornersen 5 U 600 | Stow Seeker WSU aoe 600 8.00 
Hel % Se ins 5 Too | ces le Ver SOe ER. 20.00 | Subdve WS ¢ eA B 1S 
Hl a soe OR 1 0 2.9 | ostne Boral x ou 600 | Sylon bray AOU ota 300 £00 
ie : a Tat soe ‘edit Ojonen ce ob 600 | Sylon Pomdise INSU cd 300 400 
eee j R Foy op | eva oFChsedfst SC UU 600. | Typhoon SOR OR co 12001800 
tt of Horears Hs H an ato | en oR 1800 | Unfomed Wilds sok OU ” 300 400 
Hetie Seat a tg | kasi thelone el SC 600 | Whuling Dsus su seen 400 at 
ae aiden 12002009 | fet Tokahsn x 8 2000 | Wilow Satyr x 8 se 15.00 2000 
ee a ' ) i 300 rai ody Colena s R 18 00 Winter Blast SOR OR eos §=61800) = 2400 
Es ‘a C t FO 4 a Lody Evangela ry 1800 Wolverine Puck sc ¢ 2 50 Ss 
Wel fi rein x z 1200 1800 Lody of te Mountain, The 5 U 30 | Wood Elemental ek . 1200 1800 
Atte Yad OR i200 39.00 | aly Oc, rey oe} pep 
FrScopon . £ 50 oS ' Actve Vol NSC . 50 75 
tu f nO 400 400 Lod Magnus U 600 ve Wotcong : . 
SERARtISike SC 400 4gg | Mata Ekdrgon SEU 600 | Backdraft Ws ou 300 400 
R Ht i et x oC 75 75 | Nebuchodnezeo SCR 2000 | Beasts of Bogdan = SEU 300 400 
wee ae a sp | Neal Bolas xc OR 35.00 | Blozng ffigy sc ¢ 30 if 
Boa ey sao agg. | Pele Mars OR 3000 | Blood Lust fs 400 600 
tan Sot ; hog | Povel Malia su 600 | Brute, The ke ¢ B 5 
Touch of Daukness He mt Mh | Poncass Lean ce ou 400 | Covems of Despon IN OR 1000 1800 
eat c We nt fa Ragna: Sek 20.00 | Chon Lightng SOR ¢ 50 75 
Yo elon Rl Deans q Ramirez DePieha ee 400 | Gevasse NOU 300 400 
amare Bots cs ¢ 50 50} Ramses Overdark oR 25.00 | Camson Kobalds Sf . 50 B 
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Nome Kind Ronty —Roting Low Price High Pree Nome Kind = Ronty Roig Low Price High Pace Nome Kind Ranty Reng Low Pes High Price 
Camson Manticore SC R 7200 = 2000 Visrans SOR - 300 400 Ghost Stip SC C eon Bb 50 
Crookshonk Kobolds «= SC 50 75 | Woll of Colttops Ste C oo rE) 100 | Grunt Shark Ee aG - 2B 50 
Disharmany INS OR 1200 = 2000 | Wall of light sc U eee 3.00 400 Lewathon sc g baad BOO = 1200 
Owarven Song WS OU 3.00 400 ‘Mono Vertex EN R bad ANG 600 
Eteinol Warrior i U 300 400 | LANDS Merfulk Assassin See ll one 300 400 
Falling Star SOR OR 10.00 18.00 Adventurer’s Guidhowse LAN =U . 3.00 400 Mind Bomb SOR OR - 400 500 
Femt WSC rE} 15 Cothedial of Seno IANO * 300 400 Psychic Allergy IN R bad 5.00 700 
Firestorm Phoesirx SC R 18.00 2500 Hommerhein WU cone 300 400 Riptide NS OC ~ B 50 
Frost Giant SC U 300 400 Karokes UN OU ones 300 400 Sunken City EN C on wb 450 
Giont Strength EC C 50 75 | Nountom Stronghold = LAN . 300 4.00 | Tonple kelp EC U o 200 3.00 
Glyph of Qestructon «= INS 50 1h Pendelhoven NOU ees 400 500 | Wote Warm sc Ie o Bb 50 
Gravity Sphere EWR 1800 = 2500 Seolarer’s Quay ay oOU ° 300 400 
Hypenon Blacksmii = SCs 3.00 400 | Tobemocle Pant Yole rf [3 one 1200 1800 | GOLD 
| Immatation EC C 75 75 | Tolana U aes 300 400 ork Heort of the Wood EN C wo B 50 
Kobold Onll Scargent = SC U oe 400 500) Unholy Godel i U . 300 AO | Marsh Goblins SC C Sal Bb 40 
! Kobold Overiod SCOR bad 7600 = 2000 | Unbarg LAN one 300 4.00 | Scorwood Gablns es ¢ o 5 50 
} Kobold Taskmoster sc u o 400 $00 
Kobolds af Kher Kes = SCC . 50 rb) GREEN 
Land's Edge wWoOR 1000 = 18.00 Cornivorous Plant sc ¢ 25 50 
Mountain Yeti sa U eooe 300 400 Elves of Deep Shadow SC U 3.00 400 
Primordial Ooze: sou 300 400 Goen’s Touch NOC ray 50 
Pyrotechnics sok oC ome 50 75 Hidden Path: AN R 400 500 
Quorum Trench Gnomes SCR vom = 1000 = 18.00 {ond Leeches sx C oh} 50 
Raging Bull sc Cc io) ey 15 Luiket sc R 400 600 
Rott Berserker 5C U - $00 500 Marsh Viper 5c C B 50 
Spmal Villain SC R ooo 1500 = 25.00 Nrall Sivan at R 400 600 
Storm World wR « ico 8=—- $8.00 People ofthe Woods $C U 300 400 
Tempest Efreet sc Rg . 1600 © 20.00 Savaen Eves sc ie 2B 30 
Woll of Dust as U 300 400 Scarwood Bandits SC R 400 600 
Wall of Eosth SC Cc 50 75 Scanwaod Hog Ne U 300 4.00 
Wall of Heat SC Ct ie} 15 Seovenga Falk SC G 2B 50 
Wall of Opposition sc R eco 70.00 18.00 Spitting Slug 5C U 300 400 
Winds of Change EW i] aco 500 800 Frocker s R 400 600 
Venom Ic C ove 25 50 
Whippoorwill sc ou nee 3.00 400 
T H E D A RK Wamnwood Tieefalk = SC R ooo 400 600 
Full Set (119) $31000 $450.00 
RED 
Nome Kind Rarity Rating Low Pree fligh Price © | Ball Lightung sc 600 = 1000 
ARTIFACTS ) Blood Moon NOR 600 B00 
Barl’s Coge ART OR eone 400 600 Brothas of Fie C y 3.00 400 
‘ : Bone Flute aT ° 300 4.00 | Cove Ponple x OU 300 400 
algal Book of Ross ATO eo 300 400 Eternal Flame SOR OR 400 400 
Vor evry pot of © Cool Golem a UU . 300 400 | Fire Oaks su 3004.00 
clanngs Danese crearuse ork Sphere ATO eoee 3.00 400 Fissure INS Bb 50 
eS Gabolc Mache = ACU we 3004.80 | Gan Caves Bt w 50 
_ alwar Stone ART OU tooo AM 500 Goblm Oigging Team = 5C (a ay 0 
ce Fountom of Youth ARO ence 400 5,00 Goblm Heo SC id B 50 
Living Asmar ART OUU eno 400 500 Gablin Rock Sled SC C B 50 
Neciopals ac OU 300 400 | Goblin Shine A ¢ B 50 
WHITE Reflecting Maror ar OU 400 500 | Goblin Wizord cs ou 400 © 6.00 
Akean Legionnone 5C R . 19.00 18.00 Puneswor! ARTO 400 500 Goblins of the Flag sc C w 50 
Alotaste1 Potion INS oC eons 50 25 NN Scorer AC U 400 500 lafama NS oR 400 600 
' Amrou Kithkin SC ie - 50 15 | Suilofom aT eve 300 400 | Mona Cost 5OR OR 400 400 
Angelic Yarces Ba R oon 1200 m0 Standing Stones apt 5 300 500 Ore Genel 5C U 400 500 
Cleanse SOR OR sere 70.00 30.00 | Stone Calendar ATOR 500 700 | SwtesoftheFlome SC U 300 400 
Clergy of the Holy Nanbus s ig oo 50 25 Ml Tamnadts Coot at OU 300 400 
O'Avenant Archer c = 3073 | Tower of Coneal aT 300 400 | WETS 
ie eee ct ee ea WR mods Sy Te a SU ee 40000 
wine Orienng q oere 6 ease Blood of the Max INSU e 300 400 
Dime ionsforroton «ECR ee 1200 2009 | Norbu ae eS Nee et + % 50 
Elde: Land Wurm x OR oon 1800500 | prac } Ceaasng son OR ove 400 600 
Enchonted Being St ie ° 75 FS | Aches to Ashes sor CC eae: B 50 | Gustto Dust sor oC one B 50 
Equinox A ot a 3) banshicg cc oD oo 300 © 400 | Exoiest SR oe 600 BAD 
Fortified Aiea EN U oo 300 400 Bag Imp a c & 5 50 | Fosting IN U ee 300 4.00 
Glyph of Life INS oC . 50 7B} Bag Rats a ie fawn 50 100 | Festwal INS oC « 8 50 
Grect Oefender WSU cs 300 100) Cys Artfact AU . 200 = 300 | fireond Bomstne = NS ” 3004.00 
Greot Wal Lis Cae 300 400 | Faterofthe Goad = SC wm 005.00 | Hey Light WS Cow B50 
Greater Realm f sore 300400 F Falen, The x ot oon 300 4.00 | Xnughts of Thom OR 400 600 
Heaven's Gale NSS alt ee 300100 | Frnkersten’s Mortar SC «Ree 600 1000 | Morty’ Gy SRR om 400 6.00 
Haly Ooy NSC oo 15 100 F Give Robbers CR ee 4.00) = 700 | Muocle Warker SC oo B 50 
Ines tbl Auro is ¢ - 50 75 Inqusstion BOR OC . % 50 | Mote Ins oC oo 5 50 
Infinite Authonty EC R « 1200 18.00 | pbarch Gas NSC 4 B 50 Pkemen SC Cc ooo rh 50 
Wvory Guardrans 5 U oe 300 400 | putk Owellers sc ( cy % 50 Preacher 5C R oon 600 1000 
KeopersoftheForn = SCC ne 305 | Nameless Race SR em 400500 J Sic es C os 2850 
Kismet ff 500 600 | Rog Man COR eee 6.00 = BOO | Tivodor'sCosade «= SOR . 300 400 
{ond Tox Wo 400 400 | ScoonetheWnh «= Re 400 700 | Wit Hunter SCR ome 500700 
Uebload WR 12.00 20.00 | tnd ition ee 400500 
hires 7 t 8 i ce 2 Word of Binding sok one B 0 ace ie 500 Aa 
Womsofihelth = YR 500 700 of Shadows a1 on 
Petio Sohynx sc R 1200 = =2000 i Nee of th lod =U eevee 3.00 500 
Presence of the Mosier EN U 500 700 RLUE Safe Hover lond = R cone 500 700 
Rapid Fire INS OR 1000 1800 | Amnesia sor oU voee 300-400 «| Smrow’s Path lond RR ton 400 400 
Remove Enchantments INS ey 100 | pomrentee Weord c oR ooo 300 500 
Rightaous Avengers = SCs 300 300 | Qonce of Mary iN R oe 400 600 
Seeker Ff OU 300 500 | Doon Water ANG « Bs ri 
Shuold Wall WSU 300 400 | amed cot B 30 
Sint Link ce 600 BOD | tin Fel Can 300400 
Spintual Sonctuney EN R 70.00 18.00 Frosian il C 2 s5 50 
Thunder Spitt SC R sore 1200 2000 | Flood FN u ooo 300 400 
Tundra Walves C oe 50 rey 
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Types 

AR Retlact MAL Mhssion 

DL Diemma QUT Ouipest 

FQ. Equpment FE Pesonnel 

AY Bent SH Ship 

(NT Intemupt 

Rarities 

C Common U  Uxommen 

RK Row 

Cull Limited Set (343) $800.00 
Full Unlimited Set (363) 265.00 


Prices ore lor Liruted cords. wwtuch have block bor 
ders ke lhe cud pe on ths ge 
Unimted cad which hove wht bards te woh 


0.35 tes equrvalent Limited cons 

Home Type Ronty Pree 
FEDERATIDN 

Abert Ginstem R 1D00 
Aleyonder Rezhenko mE OU 100 
‘Alyonna Nechoyee PE OR BOD 
Alyssa Ogawa ce 
Fey wal OU 100 
Beverly Gusher PE OR 2500 
Calloway mC 8 
‘Chrstopher Hobson FE 5 
Duagn Wallace we ab 
Dota PER 7000 
Devneo Tro PER 2500 
Dy La Forge FER 800 
Dr Leah Biohris FER BOO 
Dr Solar Fr OL 100 
Ene Pressman FEU 100 
Feocamp OU 200 
Fedetation Outpost oc (50 
Federetion PADO i ¢ vil 
Fleet Adal Shonth fe U 100 
Gone o Forge fE OR 1000 
Sanh fe C B 
Honnoh Bates. fe U 100 
Jean-Luc Picard PE = BODD 
Jenn B’Sor fe U 300 
Kaeel Odon fe OU 100 
K Ebley fE Ok BOD 
Leoh Brofims FE oR 500 
nda Larson EC B 
Lwaxunno Trot fe Rk BOO 
Aeknght fC 3S 
Mendon fee B 
Morgon Bateson 7E OR BOO 
(Mol the Barbet FOU 10 
Neelo Doren fe OR BOO 
Nikolai Rozhonko fe UY 200 
Nawoh Sane rE 0 ho 
Reginald Barclay rE OR 800 
ide Golen PE R800 
Keo fe U1 00 
Ro Loren fE OR 2000 
Runabout Sh 0 Ges 
Sarek PE OR 800 
Satelk PER B00 
Shelby PE OR (800 
Sinan Torses aa oe 2) 
Sit Isaac Newton PER 700 
Sirea Kolm FEU 1.00 
Sito Joxo mC 
Soin mE 200 
Storfleet Type II Phoser mc 2% 
att rE ra) 
Tein Elbcun PE OR 600 
Tesh Yor PE OR 1500 








thane 


Towk 
Thornas Fiker 
Toby Russell 
Ton 


Type WV Shottceraft 


USS Bothun 
USS Erterpnse 
USS Excelsior 
USS Grloxy 
USS Hood 
USS sonda 
USS Heblo 
USS Oherth 
USS. Phoenx 
USS Suthedond 


Wesioy Gusher 
Wham T Riker 
Watt 


ogon Disp 
$ngon Quip 
Ringon #400 


C 
R 
u 
u 
Cc 
Rg 
R 
ie 
ib 
R 
C 
is 
C 
R 
U 
R 
R 
Rg 
K 
R 


Teeter baer 
eet 


one nities 
GBT oe 


Rany ice 






Nome 


RDMULAN 
‘Adar Jonok rE OR 500 
Boch fo 100 
D'dencex HC OB 
Devors SHR 1000 

} Golorhon TEC 2 
Hackoma Sh OR 1000 
Toran Et 

} leo roc 
Hhozo SHR 1000 
Mondak TER 6DO 
Ak fe U 200 
Movat EU 200 
Nenl fr U 100 
NVek rE U 200 
Fatt Fee Gia 25 
Pordek rE oU 20 

} Poem fig 100 
fi SH 600 
Romufon Disruptor fe B 
Romulon Outpost OUT 50 
Rorafon PADD B 
Satie Vestal SH B 
Scout Vessel oH % 
Seto it 700 
Selo PE B 











fstorton of Contmuum = INT 


Fmexgency Tronspariet Armbands wr 5 
Energy Vortex 100 
Escape Pod i B 


Espionage Fetcnotan/Xingon EY 
Esqonoge. Kingon/Federohon EY 


u 100 
ue 200 
u 200 
i 
U 200 
iq 
Dh Reyge HEU 200 
Engnecnng Kt He 
Fignecnng PROD foc 
Fran Jol fe Ue 100 
Evek PE U «200 
Sorte PEC et5 
Husnock Shep SH U 200 
Ishora You fe U 100 
Jo nl fe U 200 
Medical Kit AC 2 
‘Medical corde fo C 25 
‘Mercenary Shia SHC SO 
Nonk ot ge 
Ocett PE OU 200 
aga Donat rm OR 700 
Tucorder QQ C 6 
Vekor PED Ge 35 
Yrdnon Shuttle H C 4% 
| tholon Transat Hoc OB 
EVENTS AND INTERRUPTS 
‘Ales Groupie WR 500 
Ahen Probe. U 200 
Amonda Rogers WT U 200 
Antelim= &riomaly AR 1200 
Asteron Soncueny WT C8 
Atmosphere lorwzation A © 4 
Auto-Destruct Sequence mM UO 100 
Eynars Weapon Enhancement EY & 800 
Coss WOR 800 
Devt The INT R700 
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playing green 
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Disenchant 
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have more th 


DEFENDING 


But dealing damage alone doesn't make an 
effective deck You must be able to counter 
your opponent's cards To be strong agaimst 
a variety of opponents, your deck must be 
able to deal with all of the four perma- 
nents (cards that are put inio play and 
remain there until destroyed) Artifacts, 
Creatures, Enchantments and Lands 

* Of all the colors, White is best-equipped 
to respond to cards on the table Between 
Disenchant, Swords to Plowshares (remove 
target creature from game) and Armaged- 
don (destroy all lands), white can destroy 
any card in play 

+ Green follows a close second, boasting 
Tranquility, Crumble and the best all-pur- 
pose destruction card, Desert Twister 
(destroy any card in play) 

- Artifacts, lands and creatures are no prob- 
Jem for Red, which includes Shatter, Stone 
Rain and many damage-dealing spells 

However, the mability to counter enchant- 
ments can become a serious problem. espe- 












1 foil even 
plans: you should always 
tome way to deal damage 








cially when your opponent produces a 
Circle 6f Protection Red: 
+ Blue provides a good counterpart to red 
for this purpose, since 1t can usually steal 
enchantments or send ‘em back to their 
owner's hand (Unsuzmmon, Boomerang) 
« Black 1s probably the most difficult color 
to play by itself. rt has trouble dealing with 
permanents other than creatures 

Another option 1s Nevintyrral’s Disk, an 
artifact that you may sacrifice to destroy 
all artifacts, creatures and enchantments 
in play This rare artifact can complement 
a red or black degk Although drastic, and 
not always reliable, blowing up everything 
mm one fell swoop is usually pretty effective 


LAND AHOyY! 

You've picked your colors, and you're armed 
to the teeth with spells, but there's still one 
burning question how much land should 
you put in your deck? To be effective, you 
must have enough mana to cast the spells 
you draw About a third of your deck should 





-Moreimportant-you'll find-yourself hav~ 


‘be mana-producing land cards There's a 
sumple way to make sure you have enough, 

A) Sort the cards im your deck by color 

B) Count the black spells Gf any) you 
have in your deck Put in half as many 
swamps (rounded up) to start with For 
example, 1f you have 19 black spells, you 
should have 10 swamps 


0m 3h yer 
pod or do} Gensge bo 
an stacking care 
aficcic deals na damage 


C) Repeat step B for each color 

D) Count the artifacts and non-mana 
producing lands in your deck Put in half 
as many mana-producing lands of any 
kind, including special lands, dual lands 
or extra basic lands 

li the spells in your deck require a lot of 
mana, add a few extra lands, but don't go 
overboard A deck with too much land can 
be just as ineffective as one with too little 


TUNING IN 

By now you've got a pretty good idea of 
What to put in your deck, but the deck- 
building process doesn't stop there As you 
challenge players with your deck, you 
should be able to pick out 1ts strengths and 
weaknesses If your deck has a hard time 
dealing with flying creatures, throw in a 
Hurricane or Earthbind- Ifyour-Lord of the 
Pit's appetite is larger than your entire 
deck, try playimg without it Deck tuning is 
a process that never ends as long as you 
acquire new cards With a well-tuned deck, 
you'll find yourself winning more often 





The forces of destruction (above) versus 
those of protection (below) 
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JEFF'S TOP CARDS 

MAGIC: THE GATHERING, REVISED 
Artifact: lvory Tower, Nevinyrral's Disk 
Black. Demonic Tutor, Dark Ritual 

Blue: Sleight of Mind, Counterspell 
Green: Regrowth, Lure 

Red: Fork, Lightning Bolt~"-- -+ 

White Disenchant, Balance 
EXPANSION SETS 

Arabian Nights: Library of Alexandria, 
Diamond Valley 

Antiquities Candelabra of Tawnos, Strip Mine 
Legends: Recall, Underworld Dreams 

The Dark Maze of 1th, Barl's Cage 

Fallen Empires: Goblin War Drums, Ring 
of Renewal 








A jumor at the University of Rochester, Jeff 
Hannes doesn't believe that hig curriculum is 
coraplete without a mghtly Magic seminar 
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A BEGINNER'S 
GUIDE TO 
BUILDING A 
WINNING 
MAGIC DECK 


BY JEFF HANNES 


Any more rats and we'll need a 
good exterminator 





So you went out and bought a Magie The 
Gathering starter deck, found someone to 
teach you the game—and got your butt 
kicked While you were dealing yourself a 
random assortment of cards, the veteran 
across the table was shuffling through a 
carefully crafted deck 

Don't despair You, too, can win at this 
game All you need to do is build your own 
winning deck And 1t's not as hard as it looks 

Magic is broken down into five color- 
coded categories, each of which 1s centered 
around a different type of land, called mana 
Before looking at specific cards, let's take a 
quick look at each color's specialties 
BLUE allows you to steal resources from 
your opponent and prevent him from 
casting spells 
* BLACK represents the disturbing magical 
forces of death and demons. 
*RED mountains harness fire and earth in 
a chaotie wave of destructive forde cs 
* GREEN’S forests are home to many 
creatures. 
* The open-plains of WHITE offer healing 
and protection. 

It's possible to make a deck with just 
one color, or even a deck with all five (a 
rainbow deck), but most decks contain only 
two or three Limiting your deck gives you 
the luxury of working with a variety of card 
combinations without having to shuffle a 
card stack the size of the Library of Con- 
gress Unless you can come up with cre- 
ative ways to manufacture mana—with 
Moxes, Celestial Prisms or Fellwar Stones, 
say—always stick to two or three colors 

Before selecting cards or even picking 
colors, though you need to address two 
important guestions How will your deck 
deal damage, and thus take away your 
opponent s life points? And how will your 
deck protect you from your opponent, and 
thus save your life pomts? 


ATTACKING 


The first question 1s usually the easiest to 
answer Dealing damage is the most fun- 
damental aspect of the game, every color 
can dott Sill, you should choose your dam- 
age-dealing methods with care A Creature 


- Bond, which.subtracts a creature’s-toughs-. 


ness from its controller's life points when 
the creature 1s killed, 1s useless unless you 
can kill creatures Also, you should never 
rely on your opponent's deck to be elfec- 


tive For example, Feedback, which hurts 
your opponent each turri, oxy works 1f your 
nemesis has an enchantment in play 


There's no guarantee, however, that your 
opponent will play an enchantment 

So what about creatures? Which ones 
should lead your charge and which ones 
should ride the bench? Try to balance low- 
power creatures that are easy to cast with 
creatures that are powerful but costly, and 
make sure some can fly Cards that are 
worthless in one deck may be guite valu- 
able in another By atseli, one Plague Rats— 
its power and toughness equal the number 
of Plague Rats in play~isn't impressive 
However, several Plague Rats can be pretty 
lethal By your fifth, your opponent may 
start wishing for a good exterminator 

Another consideration when choosing 
creatures 1s how they interact with other 
cards in your deck For example, Dwarven 


“Warriors Gap to take a treatilre of power 


no greater than two unblockable) and Fire- 
breathing (enchant creature, +1 power/+0 
toughness per red mana) make an extremely 
potent offensive force 

Creatures and direct-damage spells, such 
as Fireball, Lightrung Bolt and Dram Life, 
are by no means the only weapons The 
Rack, an artifact that damages an oppo- 
nent for each card in hand below three, 
can stretch the hfe out of your enemy if you 
keep his hand size down using Mind Twist, 
Disrupting Scepter and Amnesia Similarly, 
if you can keep your rival's hand size high 
‘by forcing him to draw ‘more cards (Howl- 
ing Mine, Braingeyser) or by preventing 
him from casting spells (oy destroying his 
mana), the Black Vise {artilact, damages 
opponent for each card m hand above four) 
can finish him off 

One of the best creature/enchantiment 
combinations hes m green Thicket Basilisk 
with Lure and Regeneration Unable to resist 
the temptation of peering through the 
bushes to see your Basilisk, your opposi- 
tion's once~active armty will be transformed 
into hfeless stone 

If you're playing white, you. can use the 
rare Meekstone artifact (creatures with 
power greater than two may not untap) 


~with Serra Angels (4/4 ‘flying, doesn't tap 


when attacking) and smaller creatures Sev- 
eral Prodigal Sorcerers can make life mus- 
erable for your opponent, especially with 
Jandor's Saddlebags (artifact, spend three 
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PUSHING THE LIMITS.OF MAGIC, 
WIELDING ARCANE AND LEGENDARY POWERS 
IN PURSUIT OF GREATER KNOWLEDGE - 
THEY ARE THE MIGHTIEST OF ALL WIZARDS. 
«TB ARE THE} RDER OF HERMES. 
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